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VIBRATION PACKS 

With many N64 games now offering the 
Rumble feature, the Logic 3 VIbrmtIon 
Pmokm are already proving a great success. 
Featuring Variable Motion Feedback, a 2 
Vibration Speed Select, and with 2 of the 3 
models containing Memory on board, the 
unique VIbrmtIon Pmokm from Logic 3 
allow full use of the Rumble feature. 


NS4 TRIDBNT PADS 

Breaking new ground with a great range of N64 
controllers, the THdont Pmdm from Logic 3 offer the 
N64 games player a degree of sophistication and 
control never before experienced. 

The N64 TIrldont Ptul \s a Digital and Analogue 
controller with an Eight Way Directional Cursor and a 
3D Analogue Stick. With Nine Fire Buttons, a Memory 
Card/Rumble Pack Slot, and the unique Protein Rubber 
Hand Grip, it is fast becoming the preferred choice for 
most N64 gamers. The THdofif Pod comes in 4 brilliant 
colours, and is available at only Cig.99 
In addition to the IHdont Pod is the THdont 
Pod Pn>. Same features as the THdont Pod but also 
Independent Auto Fire, Slow Motion, and an LED 
Status Display Panel. Four Great Colours, and the same 
Protein Rubber Grip. £24.99 


JT377. 


VIbrmtIon Pmok £9.99 

VIbrmtIon Pmok £14.99 

(with 256K Memory on board) 

VIbrmtIon Pmok £19.99 

(with 1 MB Memory on board) 


Smart moves need saving, and Logic 3 
offer 2 Momory Cmrdm providing True, 
not compressed Memory, for reliable 
i and problem free saving. 


Memory Cafd(256K) £6.99 
Momory Cord (1MB) £12.99 


TOPDRIVK WHKEL AND PKDALS 

Racing games come alive with the TbpOrfvo Whool mnd Podolo, from 
Logic 3. The award winning Tri-Format Wheel (N64/PSX/Saturn) is packed 
with great features, including a programmable 
^ Steering Angle System, Self Centring Technology, 

1 9 Fire Buttons and an 8-Way D Pad. Already a JHBHB 
[ 5 star winner with many magazines, the 
\ TbpDrIvo includes a Stick Shift, Spring 

Loaded Pedals, and a Memory 
^ I Card/Rumble Pack Slot. 

l i I A removable leatherette 

j wheel cover guarantees 

^ accurate control and 

^ comfort. 

£69.99 yr 


Unit 27, Northfield Industrial Estate, Beresford Avenue, Wembley, Middlesex, HAD INW, U.K. 
TEL: 0181 902 2211 FAX: 0181 903 6625 WEB: http://www.spectravideo.com 

All trademarks or trade names are the registered property of their respective companies. 
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Oh no! The walls are shaking and the roofs about to cave in! It 
can only mean one thing - Quake has arrived and it might just be 
the big one' 


4111. Sim Ciliy 2000 


They say thab a chaage 
is as goad as a resb. 


If that's the case, then why are we so 
tired? Well, it could have something to 
do with the fact that we've had Quake in 
the office! 

There've been some major changes this 
month - what with Justin off to 
pastures new (he's gone to 
seek his fortune in PC 
land) and us welcoming 
our newest and most 
theatrical, staff member 
yet, the 'Jazz loving' 

Simon Phillips. Great. 

There has also been the 
small matter of a 
promotion to Editor for the 
long suffering Deputy Ed - Nick 
Jones. So please forward all abusive 
phone calls and emails to him 



(only joking). 

We've also had the great news 
of our first ABC figures. They 
show that Total 64 is now the 
best selling unofficial N64 mag 
in the market, with average sales 
of 60,003 magazines per month. 

Okay - so you may not be excited but 
we're well happy! If you want to find out 
more, check out this month's news. 

Despite all of this going on, [ 

we've still managed to put 
together a top magazine - as — 
you've come to expect from Total igm 
64 - packed full of news, previews 
and reviews, not least our exclusive 


If you've ever fancied playing at being mayor of a bustling metropolis, then now's your 
chance. It's time to act out all of those megalomanic fantasies with Sim City 2000 


52. Hen Gdiige 

The future, hovercars and techno. Smacks of Wipeout if you ask us - but then that would 
be a good thing... See how Aero Gauge stands up to the egg sandwich test 


sit. NBA 9n 9S 

The first serious basketball game slam dunks onto the N64 and it's by the people 
who brought you ISS. Will it be any good? Find out in our All Star review on page 56 


review of the excellent Quake. So what are 



GO. AQFT IS Diel Heroes 

Two of the hottest Japanese fighting games - Art of Fighting Twin and Duel Heroes go head-to-head 
in this import special. Who'll be the winner in this fight to the death? Catch up with our beat-'em-up 
specialist down at the ringside 
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28. If etirix 

Water, water everywhere but not a drop to drink - 
thanks to some clever programming by the boys at 
Ocean. Check out our preview on this puzzle game 
that's positively dripping with fun! 
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24. Firsakeii 

Get ready to be consumed by a dark, future world of 
death and money. The Total 64 boys take to our 
cyberbikes in a quest for blood and money! 

Firsti Ink 

14. lumk 2 
in. All Slisii* Baseball 

17. Snouvsioeeder 

18. Shadoiimian 
20. Banjo-Kazooie 
22. Tamagolichi World 
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32. 111 ! WirU 

nf Hinteiili 


The first in an occasional series that takes a look at what's 
happening around the World of Nintendo 





71. Snowboard Kids 


What happens when Mono Kart goes for a holiday in Andorra? You 
get some crazy snowboarding action, that's what! Check out our in 
depth guide to all the runners and riders 
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I OTAL 64 is proud to announce that we are now 

OFFICIALLY the best selling unofficial N64 magazine in 
the UK! Not that we like to brag or anything. We've 
just received our ABC figures for the period over the last 
six months and they show that we're second only to the 
official mag (which is not N64 specific - they cover Gameboy 
and SNES as well) by only a few thousand sales. 

The Audit Bureau of Circulation is an organisation that 
counts the total average sales of publications over a period 
of time. This is the best way of establishing exactly how 
many copies of magazines and newspapers are sold and the 
only figures accepted by their respective industries. 

So a big thank you goes out to all of our readers, for 
making our magazine the most popular unofficial N64 mag 
Just to put things into context, we've decided to print 
a chart of all the N64 mags on the market, to show you 
exactly where Total 64 lies in order of merit. 
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Source: Audit Bureau of Circulation 


Snowboard Kids (Atlus) 

Yoshi's Story (Nintendo) 

Aero Gauge (ASCII) 

Quake 64 (Midway) 

Rampage World Tour 64 (Midway/Saffire) 
Space Station: Silicon Valley (DMA) 




April 1998 

1080° Snowboarding (Nintendo) 

NBA Courtside (Nintendo/Left Field) 
Mystical Ninja Starring Goemon 
(Konami/KCEO) 

UEFA Soccer '98 (Ocean/Power & Magic) 
Virtual Chess 64 (Titus) 

Wetrix (Ocean/Zed Two) 


Reckin' Balls (Acclaim/Iguana) 

Mike Piazza's StrikeZone 
(GT Interactive/Devil's Thumb) 
Forsaken (Acclaim/Iguana UK) 

MLB Featuring Ken Griffey, Jr. 
(Nintendo/Angel Studios) 

All-Star Baseball '99 (Acclaim/Iguana) 
Deadly Arts (Konami) 


AcclaimSports Soccer (Acclaim/Probe) 
Bust-A-Move 64 (Acclaim) 

Quest 64 (THQ/Imagineer) 

Mortal Kombat 4 (Midway/Eurocom) 


RUSH 2 SET FOR HOUEMBER RELERSE 
Ufe'ue heard that the sequel to the slightly disappointing 
SdJi Francisco Rush is in the pipeline and as is usual, it 
promises to be a major improuement on the original. This 
time the game is not solely based in San Francisco but 
rather in a number of different locations around the US 
UJith a number of improvements promised, uie're hoping 
that ufhen the game will easily surpass its predecessor. 


I FEEL THE HEED, THE HEED F0R...CRLIF0RHIR SPEED 
Having only recently graced the arcades, Rtari Games have 
nouf announced that they're to develop the title for your 
favourite console. The arcade game has a total of sixteen 
courses and automobiles, with the races taking place 
anywhere from an underground volcano to a train-track. 
Hopefully the H64 version will be able to replicate the 
arcade game - it's due for release early next year. 
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Official Nintendo Magazine 

63173 

Total 64 
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N64 Magazine 

43576 

64 Magazine 

28084 

N64 Pro 

22791 


I 


B4) new 


STOP PRESS * nsk HEWS U P DRT E 






























point Costlevania 64 looks nothing short of spectacular. The 
attention to detail is incredible: in the scenes that occur 
in the hallways curtains will blow in the wind and lightning 
will light up the corridors, nice. A lot of work has gone into 
making the humans and creatures move as realistically 
as possible and as the game has been in development 
for what seems like eons, you can bet your life that it 
promises to be something really special. 

In a world where the N64 is too often regarded as being 
a toy, producing merely cute games such as Mario 64, this 
title looks set to redress that mis-informed point of view. 
The game is nearing completion and should be shown off 
at the Tokyo games show next month. Rest assured that 
as soon as we get any more information about what will 
hopefully be one of the biggest N64 titles of the year, weTl 
let you know. Watch this space...you have been warned. 


W atch out, there's vampires about! No, it's not 
another repeat of those Hammer horror films, it's 
Costlevania 54 and it looks like it could be the 
perfect antidote for those Resident Evil blues. 

After a long wait, Konami has finally given us more 
information and a whole new batch of rather gorgeous 
looking screen-shots from the eagerly awaited Costlevania 
64. It was a year ago (back in issue four) that we first 
reported that one of the longest running series of games 
was to receive that special, N64 treatment and the results 
at this point look nothing short of spectacular. Previous 
incarnations of the game have graced several systems, 
including the NES and the SNES and naturally they have 
all been confined to the realms of 2D. 

However, thanks to the power of the N64, the game 
has been brought right up to date in glorious 3D. At this 


Banjo-Kazooie (Nintendo/Rare) 

FIFA World Cup '98 

Flying Dragon (Natsume/Culture Brain) 
GEX 2 (Midway/Crystal Dynamics) 
International Superstar Soccer 2 
(Konami/Major A) 

Mission: Impossible (Ocean/Infbgrammes) 
Superman: The Animated Series (Titus) 

Q2 1998 

Buck Bumble (Argonaut) 

Conker's Quest (Rare) 

Earthworm Jim 3D 
(Interplay/Vis Interactive) 

Jest (Ocean/Curved Logic) 

Rev Limit (Seta) 

Space Circus (Ocean/Infogrammes) 

Tonic Trouble (Ubi Soft) 

VR 3000 (Ubi Soft/Vivid Image) 

WCW Wrestling (THQ) 

July 1998 

WWF: Warzone (Acclaim/Iguana West) 
Cruis'n World (Nintendo/Eurocom) 

Bio F.R.E.A.K.S. (Midway/Saffire) 

August 1998 

Caesar's Palace (Crave/Player 1) 

September 1998 

SimCopter 64 (Maxis) 

Turok 2 (Acclaim/Iguana) 

Twisted Edge Snowboarding (Midway/Boss) 

as 1998 

64DD (Disk Drive) (Nintendo) 
Castlevania 3D (Konami) 

F-Zero X (Nintendo) 


CHEAP AS CHIPS! 

Humours are circulating that the price of 64DD games 
could well be cheaper than PlayStation games - well, 
at least in Japan. Although there's been no word on 
the price of the Disk Driue itself, those in the know 
reckon that 64DD games could cost as little as 3800 
Yen, which means that the games could cost around 
£30 in the UK. 


ACCLAIM'S BUBBLE BUHSTS OHTO THE H64 
Great news for all louers of Bust-R-Moue in the land, oh 
yes indeed! Acclaim' top title is coming to the H64. This 
is especially good neyis for all those addicts who'ue 
missed the opportunity of hearing the appalling music 
and sound effects on the world's most powerful games 
system. Look out for much cuteness and two-player 
mayhem later in the year. 
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Knife Edge (Kemco) 

Konami Hockey '98 (Konami/KCEO) 
LastLegion UX (Mindscape/Hudson) 
Legend of Zelda: The Ocarina of Time 
(Nintendo) 

Milo's Bowl-a-rama (Crave/Player 1) 

October 1998 

N64 College Basketball (Z-Axis) 

November 1998 

VR Pool 64 (Crave Entertainment) 

Rats: Operation Scratch (Mindscape/Pure) 
Rush 2 (Midway/Atari Games) 

December 1998 

In-Fisherman Bass Hunter 64 (Take 2) 


04 1998 

Dual Heroes (Hudson) 

Duke: Time to Kill 
(GT Interactive/Eurocom) 
Groundwave (Cyclone Studios) 
Harrier Jet Sim 

(Video Systems USA/Paradigm) 
Legend of the River King (Natsume) 
Lode Runner 64 (Bandai) 

NBA In the Zone '99 (Konami) 

NBA Jam '99 (Acclaim/Iguana West) 
NBA Live '99 (EA Sports) 

NFL Blitz '98 (Midway) 


The liriilih is oiiti tihere..iiieybe 


■ ere at Total 64 we've been busily sifting through the 
Internet to bring you the most interesting rumours 
and information we can find. This month we've 
chanced upon what could possibly be the opening sequence 
of the long awaited Nintendo 64DD. 

With the N64 Disc Drive looking as though it may arrive 
just in time for Santa to pop one down the chimney and 
under your tree, we thought that you might like to see 
these images that we've managed to get hold of. 

As you can see from this picture, the 64DD has a new 
intro sequence that involves the familiar 'N' logo. Apparently, 
if you don't insert a disc within a given time, ol' Mario 
makes an appearance, interacting with the logo, which 
changes shape and size until it eventually turns first to 


stone and then into leaves when Mario climbs upon it. 
This intro sequence looks nothing short of impressive, 
with the 3D logo rising up through what looks like water, 
until it reaches the centre of the screen. When a disc is 
placed in the drive unit, the colours fade away and the 
game loads as normal. 

We've also obtained a picture of the packaging that 
will soon be very familiar to a lot of happy 
Japanese N64 owners. Bk 



I his summer sees the release of one of the most 
anticipated platformers of the year, Tonic Trouble. We 
first reported this title back in issue nine when we 
showed you some preliminary sketches for the design of the 
backgrounds and some of the characters. Now we have 
some of the latest screenshots and can happily report that 


of Grogh the Hellish who, after discovering the can on Earth, 
has managed to harness the can's power (it was definitely an 
alcoholic beverage) and declare himself Master of the Earth. 

Obviously such situations require a hero who can cope 
with a variety of tricky situations and luckily enough our 
Ed is a man of many talents. He has the ability to run, jump, 


Quest for Camelot (Titus) 

Racer (Interplay) 

Rugrats (THQ) 

Shadow Man (Acclaim/Iguana UK) 

TBA 1998 

Body Harvest (DMA Design) 

Bottom of the Ninth '98 (Konami) 
Carmageddon 2 (Stainless) 

Command and Conquer 3D 
(Westwood Studios) 

Dragon Storm (MGM) 

Micro Machines (Midway/Codemasters) 
NFL Quarterback Club '99 
(Acclaim/Iguana) 

Powerslave 64 (Lobotomy) 

Powerslide (Emergent) 

Robotech: Crystal Dreams (Gametek) 


they're looking every bit as excellent as those initial designs. 

In the game you play Ed, an unfortunate alien who, 
whilst on an exploratory scientific mission across the galaxy, 
accidentally drops a can which falls to Earth (quite what 
the can is or how it is dropped remains a mystery). 

Whatever it is in the can, the contents unleash a series 
of mutations that affect humans, plants and animals (a bit 
like Special Brew, only nicer, methinks). Ed is ordered to put 
right his wrongs, by retrieving the can from the evil clutches 


swim, glide through the air, hang on to the edge of walls, 
climb up and down ropes, carry, push or pull a variety of 






UJhy can you neuei find your 
pocket lock-pick when you 
need it? 


NINTENDO GO FISHING 

Despite busying themselues with the pending release of 
the 64DD, Nintendo have also been working on their next 
batch of games releases. The details are somewhat scant 
but it is known that they're planning to release a number 
of Pocket Monster HUBS, RPGs and some popular Japanese 
titles such as Derbif Stallion, as well as fishing, soccer and 
baseball titles. 


TOND RAIDER OH THE N64? 

Ulell, maybe not but it looks like Eidos are working on a 
game that is influenced by the shapely tomb dweller. 
Of course, Eidos are contractually obligated not use Lara 
for any console that doesn't bear the Sony logo. Howeuer, 
with all their knowledge and the H64's top technical 
capabilities, we might soon see a title that will riual 
euen the great Tomb Raider. 
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I ucasArts are set to show off five new titles at 
this year's E3 - however they're remaining very 
tight-lipped about the prospect of a sequel to 
Shadows of the Empire. 

Despite the fact that the game was largely slated 
by reviewers across the board, N64 owners who were 
longing to see if the Force was strong within them 
bought it by the truckload - which may well be the 
deciding factor for LucasArts, if and when they make 
a decision regarding the future of Star Wars licenses 
on the N64. 

Hopefully, if Shadows of the Empire 2 is developed 
for the N64 we can expect greater variety of gameplay, 
better graphics and another chance to hear that great musical score by John Williams. 


objects and when necessary can cunningly Jmj 

disguise himself. As you can imagine, with 
such an array of moves the possibilities for 
gameplay are almost endless. Considering the HQ 
variety of distinctly odd challenges that Ed has . 

to face - such as the CD-worshipping village and 
the unforgettable killer vegetables - he will 
certainly need all the help he can get. 

However, Ed is not without friends and along the 
way a number of kindly souls will help Ed with his task, 
including an injured mammoth with a pilot's license and a 
flower-loving samurai, amongst others. 

With total freedom of movement in each of the fifteen 
worlds, a number of bonus levels and zany visuals and humour, 
this game looks set to appeal to all ages. Hopefully we'll have 
more information on this promising title next month, 


The Empire Strikes Back? 


Spooky (ICE) 

Wayne Gretzky 3D Hockey '99 (Midway) 
Wild Choppers (Seta) 


Harvest Moon 64 (Natsume) 

1999 Releases 

Emperor of the Jungle (Nintendo) 
Gauntlet 64 (Midway/Atari) 

Nuclear Strike (THQ) 

Project Cairo (Crave Entertainment) 64DD 
Road Rash 64 (THQ) 

Star Wars Game (LucasArts) 

Thornado (Factor 5) 

TBA Re I eases 

64 GB Pak (Nintendo) 

7th Legion (Epic Megagames) 


fi4? 


for 


Psygnosis 


Bio Tetris (Amtex) 

Buggie-Boogie (Nintendo/Angel Studios) 
California Speed (Midway/Atari) 
Daikatana (ION Storm) 


Deadly Honor (TecMagik) 

Dear Blue (Konami) 

Donkey Kong 64 (Nintendo/Rare) 64DD 
' Earthbound 64 (Nintendo) 64DD 
Extreme-G 2 (Acclaim/Probe) 

FI Simulator 

(Video System USA/Paradigm) 

F-Zero X Expansion Set (Nintendo) 64DD | 
Ghouls'n'Ghosts 64 (Capcom) 

Golden Nugget 64 (Virgin) 

Hybrid Heaven (Konami) 

Kirby 64 (Nintendo) 

Legend of Zelda DD (Nintendo) 64DD 
Lego Racers (Lego/High Voltage) 

Looney Tunes 64 (Ocean) 

Pilotwings 2 (Nintendo/Paradigm) 

Magic the Gathering: Armageddon 
(Acclaim) 

Mario 64 2 (Nintendo) 64DD 

Mario Artist: Picture Maker (Nintendo) 64DD 

Mario Artist: Polygon Maker 

(Nintendo) 64DD 

Mario Artist: Sound Maker 

(Nintendo) 64DD 

Mario Artist: Talent Maker 

(Nintendo) 64DD 


£A HANG OUT UJITH THE BIG BOYS! 

Electronic Arts are to release a basketball title 
called NBA UuB '99in direct competition with 
Acclaim's NBBJam '99. Of course, this has got 
absolutely nothing to do with the fact that 
Acclaim's NFL Quarterback Club outsold EA's 
Madden ^^last year. 


AOLLEASKATIHG GETS HASTY 

Aemember that dire 1Q75 film, starring James Caan, called 
Aollerball? You don't? UJell, it's become a bit of a cult film 
but more importantly, EA reckon that it could serue as a great 
premise for an N64 title. It promises to be a mixture of sport 
and uiolence - if it's going to be anything like the old Amiga 
title SpeedballlF I'm certainly looking forward to it. Ule haue 
no pictures yet but when we haue them, you'll see them. 


S peculation grows that Psygnosis are just about 
to announce the development of an N64 title. 
Yes indeed, you did read that correctly - one of 
the most innovative and exciting software development 
companies is currently working on an N64 title. 
^^^^I^^^^^Despite the fact that Psygnosis 
seem to have been pretty 
much shackled to Sony, 


our sources us 
that by the 
the year be 

^ seeing a new N64 

title from those 
T splendid chaps up 
in Liverpool. 

f H Rumours abound 

C under 

f " development will be an 

^ N64 version of Psygnosis' 

seminal PlayStation future racing 
game. Wipeout 2097, and that it will be a departure 
from, rather than an update of the original - which 
is no bad thing. However this is mere rumour, which 
has yet to be substantiated, so we shall hold back 
our excitement. Bk 
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Mega Man 64 (Capcom) 

Mission Impossible 2 
(Ocean/Infogrammes) 

NBA Fastbreak 64 (Midway) 

Off-Road Challenge (Midway) 
Paperboy 64 (Mindscape) 

Pocket Monster: Pikachu Genki Dechu 
(Nintendo) 

Pocket Monster Stadium 
(Nintendo) 64DD 


let's let reedy to 
(Beck) BiniMel 






Snowbo Kids (THE Games) 

Quake 64 (GT) 

Yoshi's Story (Nintendo) 

April 1990 

Mystical Ninja 64 (Konami) 

May 1998 

Tonic Trouble (Ubi Soft) 

June 1998 

FIFA:World Cup (EA Sport) 

Silicon Valley (BMG) 

Forsaken (Acclaim) 

ISS Pro '98 (Konami) 

UEFA Soccer (Ocean) 

July 1998 

Twisted Edge Snowboarding (Kemco) 
G.A.S.P Fighters (Konami) 
Banjo-Kazooie (Nintendo) 

1080° Snowboarding (Nintendo) 

August 1998 

Knife Edge (Kemco) 


Enmiieen 
Releese Dates 




W hen you think of the name Buck, you'll probably 
immediately recall a man with a slightly dodgy 
haircut (and an even more ridiculous chest-wig) 
who helped protect the earth from lots of late 1970s-styled 
alien beings. Likewise, when you think of the word 'bumble' 
images of ferocious buzzing things spring to mind. So, if 
you place the two together, what do you get? The latest 
shoot-'em-up from Ubi Soft. 

If you've read the report about Tonic Trouble, another 
Ubi Soft release, it should come as no surprise that in the 
case of Buck Bumble, Ubi Soft are yet again striving to 
create innovative and unique software, that's both original 
and exciting. 

You may think that being a bee is not exactly the most 
interesting premise for a shoot-'em-up but then, although 
Aero Fighters Assault had every reason to be the ultimate 
shoot-'em-up title, it sadly failed to hit the mark. Initial 
appearances can be deceptive and Buck Bumble promises to 
be the last word in aerial combat for the N64. 

Developed by Argonaut, the chaps that brought you 
Starfox, Buck Bumble pits you against a series of deadly 


Puzzle Game (Cranberry Source) 
SimCity 64 (Nintendo) 64DD 
Smurfs 64 (Infogrammes) 

Street Fighter (Capcom) 

Super Mario RPG 2 (Nintendo) 64DD 
Ultra Descent (Interplay) 

Voice Recognition Headset (Nintendo) 


insect foe, all of whom are armed to the teeth with lethal 
weapons. Fortunately, Buck is no stranger to the world of 
hi-tech gadgets and just like James Bond, he has more 
than enough of his own weapons to help him battle the 
enemy swarms. 

When released. Buck Bumble will certainly present the 
gamesplayer with a pretty hard challenge. There are three 
distinct worlds, each with their own environments, which 
will require you to perform a series of challenges specific 
to that world and of course, for each world there'll also be 
a new set of deadly mutant insects. There's little doubt from 
what we've seen of the game, that it should take you a long 
time to complete, giving you hours of gameplay. Additionally, 
when you complete all of the game's missions there's one 
final task to complete - a battle to the death with the 
giant hornet queen. 

As you can imagine, here at Total 64 we're certainly 
looking forward to playing Buck Bumble: as these images 
show, it looks like it could be a very exciting title. Buck 
Bumble is due to be released in September, so expect a 
preview very soon, 

































































SHES CLASSIC TO CONE TO THE H64 
Konami announced that they're working on an update 
of their classic ice hockey game Blades of Steel. Blades 
£ 7 ///should be released in Japan later this year, 
so it's unlikely that we'll get to see it in the UK before 
next year. 


MOUE OUER TOM £ JERRY, THE H64'S HERE 
More cartoon action, this time from Nindscape (yet 
another company to start deueloping software for the 
H64). Nindscape are working on a game called Rats!, 
which is being touted by Nindscape as a "fast-paced 
arcade aduenture game, cartoon style" - which sounds 
uery promising indeed. 
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B etails and pictures are slowly filtering through the 
grapevine of a new Duke Nukem game. The two 
screenshots shown here are from the PlayStation, 
so you can expect the N64 version to look even better. 
The original pretty much took the gamesplaying world by 
storm on every format, with its mix of violence and sex 
in a Doom-like first-person perspective. However, the 
new Duke Nukem game. Time to Kill, will be an entirely 
original game and marks a major departure from previous 
Duke games. 

The first thing that you'll notice is that the game 
features a third-person view, more akin to Tomb Raider 


than previous Duke Nukem games. More exciting than the 
prospect of finally seeing Duke on-screen, is the fact that 
as the title suggests, our boy Duke Nukem will be travelling 
the tunnels of time and no doubt shooting and blowing 
up a few past and future bad guys. 

Apparently Duke will dress in accordance with the 
period fashions which leads to a number of interesting 
possibilities: Duke the caveman, Duke the cowboy - or 
perhaps even Duke the spaceman. As yet there are no 
details of the release date but it seems likely that Duke 
Nukem: Time to Kill will arrive towards the end of this 
year or early in '99. BH 


Geli lumkeil on lihe N64! 


I here are many sports that have been converted with 
relative ease onto games systems around the globe. 
Who can deny the thrill of snowboarding down a 
mountain in 1080° Snowboarding! Who wouldn't relish 
the chance to take a football team to the World Cup in 
FIFA: RTWC '98! However, all these titles become insignificant 
when compared to Take Two's amazing up-and-coming 
release, Bass Hunter 64. 

For those of you who love fishing but live nowhere near 
a suitable stretch of water, this game will be the answer 
to your prayers - imagine the opportunity of catching some 
lovely freshwater fish! 

To be fair, the game offers the player a great deal of 
options to try to simulate its real-life counterpart, such 
as having to go out in a boat and searching for shoals of 
fish with a radar. As the game is Rumble Pak compatible, 
you'll even be able to feel the fish 'biting'. 


All of this is 
packaged in a 
series of fishing 
tournaments 
where you start 

at the bottom of the league of 
fishermen and work up, gaining more experience and 
better and better equipment. Obviously this is not your 
run of the mill arcade game but more of a simulation, 
that will require a great deal of time and effort put into 
it, if you're to master its many subtleties and intricacies. 

The graphics are looking pretty good in all their 3D 
glory, with transparency effects, polygonal fish and all the 
types of weather conditions that you're ever likely to face. 

The big question is whether a fishing title will appeal 
to many people - especially in this country, where fishing 
as a sport is becoming increasingly unpopular, 


September 1998 

F-Zero X (Nintendo) 

Kemco Puzzle Game (Kemco) 

October 1998 

Body Harvest (DMA) 

November 1998 

Zelda: Ocarina of Time (Nintendo) 


Aeronaughts (Ocean) 

All-Star Baseball '99 (Acclaim) 

Andretti Racing (EA Sports) 

Bio Tetris (Amtex) 

Body Harvest (DMA) 

Bottom of the Ninth (Konami) 
Buggie-Boogie (Nintendo/Angel) 
Command and Conquer (Virgin) 

Conker's Quest (Nintendo/Rare) 

Cruis'n World (Nintendo) 

Daikatana (ION Storm) 

Dear Blue (Konami) 

Donkey Kong Country 64 (Nintendo/Rare) 
Dragon Storm (MGM) 

Duke: Time to Kill 
(GT Interactive/Eurocom) 

Earthbound 64 (Nintendo) 

FI Simulator 

(Video System USA/Paradigm) 

Flights of the U.N. 

1^^ (Video System USA) 

F-Zero X Expansion Set 
(Nintendo) 

Ghouls'n'Ghosts 64 
(Capcom) 

Hybrid Heaven (Konami) 

Kirby's Air Ride (Nintendo) 

Konami Baseball (Konami) 

Legend of Zelda 64DD (Nintendo) 

Looney Tunes 64 (Ocean) 

Magic: The Gathering (Acclaim) 

Mario 64 II (Nintendo) 

Mario Artist: Picture Maker (Nintendo) 
Mario Artist: Polygon Maker 
(Nintendo/Nichimen) 

Mario Artist: SoundMaker (Nintendo) 
Mario Artist: Talent Maker (Nintendo) 
Mega Man 64 (Capcom) 









PERIPHERflLB 


It seems ttiat^every month thsRB are yet more and more ujays to Rlay 

here are three v 


your yames, luith neui and impresslvB peripherals 
of the latest [potential] leust^buys Par yopr truety 41ihtendit 6K 


^ so ibng ago, perij)berals\vere joystick- ptafin and simpl^The 
H H whole notion of ergonomics and durability was a good ten years 
I ' I away, ^hd if yOu didfl't get^ blister within two^secon^s of using a*^ 
I I .joystick, then you weren't doing it right Nowadays it's all G|;^anged 
■I ■ - thanks in part to the advent of the steering wheel, which first 
V grac;^ed thia^^arcades around th'\glob<attae|;!ed tds^he neyv laughably\jnept\ 


Pole Poslthn. f^bre recently^th witnessed Nin^do's\ommitmentSo tai<^ 
the peripheral into the 21st century, with the (much copied) analogue joypad 
for'’pixel ^erfecVcontrbl. They were’also the first peo^’e to ^ve the hom^‘ 
console user tbp Rumble Pak, which takes gameplay into another diqiensiop. 
Who could have imagined that home console users would not ority able to 
see and H^ar actiop but bjso b6^^ble tp feel t(^as W^l? \ V \ 


At last, a really good innovative idea, combining all the effects of the Rumble ^ 
Pak/..with "the added boRUs of 4}uilt-iR memory thbt needp no battery.^ x -A 
This gem of a device is small and compliments the offidal joypads extremely well. 

There are ^ LEDb one green, '^ich Jells you that Jhe Rui?lble effect is sfetched' on H 
and four red ones that denote the separate blocks of memory available to you. ^ 

Ih a nutshellNhis is’a pretty sound device. The fact Jhat itVimbles and\ave$ ' ^ 
for:a little over the price of an ordinary Rumble P^k makes this definitely worth a look. 


\ AV>^LABiSi5^IN UKv- OUli^OW' 
SUPPLIED BY - GAMESTER 
\ maVufacWre^ GAMESTERH ’ 
PRICE- £19.99 


At first glance it would appear that this is a one-handed joypad - and indeed in can be 
us.ed as-^uch. however, best resuits are obtained in good bid-fastooned-stwo-flRnded-^ 
mode. Nonetheless, this is an interesting piece of equipment, in as much as it 
Offers Jhe garher the- oppor^unitySf owning wW is^ry nearly a\eerin^ 
wheeh for half the price of the other full size steering wheels on 
market. Fdrtun^ly, it^S a well desired and sturrJy littfe 
jr beast, offering both commit and^lastability. 


\ AViJILAB^ U!<- oir^^owy 
SUPPLip BY - INTERAa 
\ MANU^(Ju'& - ikfflRA’fet 
PRICE-£29.99 
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LX4 - Seemed rather ungainly when compared to the 
Ultraracer 64. It still worked fine but was certainly 
nothing special. 2/5 


TOP GEAR RALLY 

UltraRacer 64 - Fine and smooth - ideally suited to 
the N64's premier racing title. 3/5 


LX4 - As you might expect, the LX4 certainly coped 
admirably with this game and in a similar fashion to 
its response with FI Pole Position 64, it proved to be 
a very satisfying experience. 


No^ we'r^alkir^ - a ^[jroper .steerii^ whe^l. Personally^! thi^k thatjthe o<jly 
way to fully appredate racing games is with a device such as this. We 
\ reviewed"^is wheel baek in Issue 1:4, of Toi^l 64,‘s/vhere^e said that x X 
this was a pretty sturdy device that would withstand just 
^ abijut an^bus^you cbuld tWw ^4t. Now, ho^ver,V ^ 

Gamester have added the Rumble effect, to give that 
^ extr^ bit of realistn whifch you^all cr^e. Alt in all^s 
well laid ^jut, ea^sy to an^if yoq^have the mqney, 
is well worth the investment. 


^^I^VAILABLE INJHE UK - pUT NOW 

XySlfRPLUMli;^]? \ ■ 

■ MANUFACTURED - GAMESTER 

pr'ice - V 
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lUhen Turok Finally dePeated Campaigner in the originai game. 
Turok the comic book hero didn't hang up hia gune and neither 
did Rcciaim. Working together ujith Iguana, they’re currently 
ujorking on a 7i/ri7Ar'heater called, oddly enough. Turok 2 ... 


H kay, the story so far goes something 
like this: once upon a time, a long 
time ago, when this was all fields and 
dinosaurs roamed free, a spaceship crashed to 
Earth with a hold full of nasty warriors, hell¬ 
bent on destroying all life on the planet. 

They intended doing this by using Biosaurs 
and turning the regular dinos into nasty blood¬ 
thirsty killing machines. Anyway, the comic book 
hero, Turok, sorted all this out quite nicely last 


year in his debut into the console market, by 
defeating the Campaigner. Unfortunately for 
Turok though, his work is not yet done, as the 
guy who is really behind all this is still alive! 
Amazingly, despite the fact he's trapped in his 
fallen spaceship, he's still managing to get the 
bulk of his unholy army mobile and on various 
killing sprees. 

So, after the epic game that was and indeed 
still is Turok, where do Acclaim go now? The 


first game was definitely not flawless but it was 
one of the best titles to come out on the N64; 
it held the first person shoot-'em-up crown right 
up until Goldeneye appeared. 

For a start this game is going to be bigger 
- in fact about 50% bigger than the original. 
Turok 2 continues to be a first person perspective 
shoot-'em-up, so Acclaim have really had to pull 
the stops out to make a new game out of Turok 
2 - and indeed they have, with the emphasis 


The final major change in Turok 2 is an exciting inclusion - 
Rumble Pak compatibility, which will allow you to feel every 
single earth-tremoring footstep the T-Rex makes, as well as 
the kick-back when you unload large amounts of lead and 
explosives in the direction of any would-be attackers 
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seeming to be along the lines of bigger, better 
and more. This game has got us quite excited in 
the Total 64 offices! 

As has already been reported, due to new 
compression techniques, the sequel is bigger, 
offering about half as much dino-blasting fun 
again as before! There will also be bigger and 
better adversaries for you to meet and defeat, 
in true Turok dinosaur-spanking style. With all 
of these bigger adversaries, you're gonna need 
something bigger to take them out with and 
although details are still quite sketchy, we're 
confident that you'll have access to a considerably 
enhanced arsenal. 

Major improvements will be seen all round 
- with enhanced real time graphics, you'll really 
be able to bask in the wonderful lighting effects, 
while kicking alien-infested dinosaur butt. As 


you set about tackling 
your missions, you'll 
marvel at the superior 
settings that Turok finds 
himself wandering about in. 

The dinosaurs themselves have had a complete 
overhaul - instead of the chunky polygons of 
their predecessors, all the new dinosaurs and 
biosaurs will have what's called 'soft skin'. Soft 
skin is a new technology that allows a 'skin' 
to be mapped over polygons, hiding any joins. 
This technique was first used, to great effect, 
in NFL Quarterback Club. 

It seems that Acclaim haven't overlooked a 
thing, including the music that accompanies this 
fine game. All the sound has been re-written from 
scratch, to provide great effects in the background 
and an excellent soundtrack. 


Apparently, there are 
going to be in the region 
of 40 all-new characters 
and most of them will have 
the sole intention of moving your head as far 
away from your body as possible. 

The final major change in Turok 2 is an 
exciting inclusion - Rumble Pak compatibility, 
which will allow you to feel every single earth- 
tremoring footstep the T-Rex makes, as well 
as the kick-back when you unload large amounts 
of lead and explosives in the direction of any 
would-be attackers. 

At the time of going to print there's no word 
of a Goldeneye-styie multiplayer option, although 
we can only wait and see what will be in the 
final version. We'll keep you posted as we learn 
more - watch this space... 
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IF you knoiu luhat a hit and run is, or gat excited at the thought 
□F a squeeze and suicide bunt then youVe probabiy a Fan oF 
the oh'SO'Rmerican sport oF hasebaii. iF that's the case, get 
yourseiF ready For uihat is possibiy the most accompiished 
hasebaii sim on any home system_ 



H it Star Baseball '99 is in development 
at this very moment with Iguana, the 
same people who brought you Turok 
and, more importantly, NFL Quarterback Club. 
This pedigree bodes well for the game and from 
the screen shots shown, you can certainly see 
that the hi-res that made NFL look so nice is well 
in place here. 




All Star Baseball '99 features all of the 30 
major league teams and over 700 MLB players, 
as well as all of the major league stadiums, in 
beautifully rendered detail. The individual player 
animation is also very nice, with each player's 
movements made up of hundreds of different 
frames, giving unparalleled smoothness and 
lifelike mannerisms. 



The game has seven game modes; Spring 
training. Season, Playoff, World Series, All 
Star game. Home Run Derby and Trivia Game 
- more than enough to keep you glued to your 
N64 for quite some time. 

Saying that, the game isn't without some 
competition as both Nintendo and GT Interactive 
are currently working on baseball sims, to be 


All Star Baseball ’99 features over 700 
MLB players and the major league stadiums. 

The individual player animation is very 
nice, with each player’s movements made up 
of hundreds of frames, giving unparalleled 
smoothness and lifelike mannerisms 




released at roughly the same time, but as far as 
eye candy goes. All Star Baseball is leagues ahead. 
Running in the 640 x 480 hi-res mode, the game 
is as smooth as you like and although the speed 
is suffering at the moment, we're sure it will be 
sorted out in time for its release in the Spring. 

Iguana are certainly busy at the moment with 
All Star Baseball, Shadowman, Turok 2, Recking 
Balls and NFL Quarterback Club '99 all currently in 
production. Looking at this list, it seems Iguana 
aim to be one of the top third party developers 
for the N64 - and good luck to them, i 
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Hurtlins doiun thB side oF a mountain, ujitfi only a plank oF carbon 
Fibre atrapped to your Feet — luhy, mhat a cool and crazy aport 
anomboardiny la. IF that’a uihat the public luanta, that’a uihat 
the public ujIII yet. lUell, a aimulation oF It anyway 


I i ndeed, it seems that almost every major 
developer in the world is working on a 
' snowboarding game and Imagineer are 
no exception. Snow Speeder is a run-of-the-mill 
snowboarding game running on the Multi Racing 
Championship engine - which as you can imagine, 
makes it about the least impressive snowboarder 
around at the moment. 

The game features all the usual track and 
board options, as well different outfits for each 
of the characters. There is also a two player split 
screen mode, allowing both vertical and horizontal 
splits. As well as these options you also get the 
option to ski down the mountain slopes, rather 
than snowboard, if you so wish but even this 
has, so far, failed to draw any interest from US 
publishers, so the title is as yet unsigned for 
an American release. 

From the screen shots provided, you can see 
that the look of the game is not revolutionary 
and indeed appears very blurred. The fact that 
the boarder continually bounces off invisible 
barriers doesn't bode well for the success of 
this title either. That said the game is still in 



the late stages of development, so all of these 
problems could be sorted out, but with a release 
in Japan scheduled for next month, we very much 
doubt it. 


Add the fact that the brilliant looking 1080° 
Snowboarding is just around the proverbial corner 
and things don't look too good for Snowspeeder. 
We'll have to wait and see. 


:he tjrilliant jlQSO' SnowboardinF 
round tht. proverbial Gdriidr, thin^, 
irtnk too good for Snetrapeeder 
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From the pages oF yet another comic book comes the tale oF 
Shadomman, a mysterious Figure bent on revenge, uiith the 
ability to travel betuieen dimensions 


hen news reached us of 


to possibly become their next big selling title. 
The main plot of the story revolves around LeRoi 
seeking out the sadistic cult of murderers who 
slaughtered his brother. Not happy with simply 
killing them, LeRoi follows them into the world 
of the dead to finish them off. 

The game is said to be very reminiscent of 
Tomb Raider as far as controls go, although Iguana 
have expanded on this immensely, giving players 
the opportunity to fire two different weapons 
in different directions at the same time, or bend 
down to pick up a key, whilst shooting at an 
enemy. This versatility, combined with the fact 
that the Shadowman is made up of a single skin 
texture map (with no seams where his arms and 
legs meet his body) means that the Shadowman 
is one of the most realistic game characters yet 
seen, on any system. 


_ a new game in 

BUM development by the creators of Turok, 
Iguana UK, we got pretty excited. 

Shadowman is the story of Michael LeRoi, a 
man who possesses the ability to travel back 
and forth between the world of the living and 
the world of the dead. It's in this shadow world 
that he becomes Shadowman. 

As with Iguana's previous title Turok: Dinosaur 
Hunter, Shadowman also started life as a comic 
book, before being snapped up by the developers 


Iguana have created a very dark feel with 
their use of graphics, which are similar to those 
seen in Capcom's Resident Evil. The developers 
themselves claim the game looks more like a 
cross between the films Seven, Silence of the 
Lambs and Jacob's Ladder than a game, so this 
should give you an idea just how dark and macabre 
Shadowman will be. 

Shadowman takes place over more than 25 
levels, which range from swamps to asylums, and 
includes many different types of scenery and 
terrain, all beautifully texture mapped. Iguana's 
development team are also toying with the idea 
of using soft-skin textures to enhance some of 
the environments. This may not sound impressive 
until you realise that this would allow them to, 
for example, make a grotesque face form next to 
you from a flat wall or make the floor and walls 


Almost all of the environments will be 
interactive and fully light sourced 
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The game takes place over 25 levels, 
which range from swamps to asylums 


ripple like water. Combine this with the fact that 
most of the environments will be interactive and 
fully light sourced and you're looking at a very 
visually impressive game. 

For example, if you were to shoot a wall in 
the normal world, bullet holes would appear. 
Shoot a wall in the dead world and not only 


will holes appear but blood will pour out and 
run down the walls. 

In each of the worlds that LeRoi occupies, he 
can call upon various abilities and skills to help 
him in his mission to track down and then kill 
his brothers' evil murderers - these vary from his 
skill in the cunning art of assassination to using 


the uncanny powers of voodoo magic. The 
Shadowman also has the chance to use many 
different types of weapons; in the normal world 
these will be a range of guns, but over in the 
Shadowworld, his guns morph into mysterious 
'shadow guns'. 

You can see just how impressive Shadowman 
is looking from the images shown here and even 
though the screen shots seen here are from the 
PC version. Iguana say there will be very little 
difference in the N64 version when it arrives, 
sometime in early '99. Look out for more news 
on this exciting title as we get it. 
















Rare are Past gaining a reputation Par being the beet deveiopere 
on the flEk. With three briiiiant titiee behind them, theg nom 
turn their attention to the 3D piatPormer. We aek the queetion: 
ujhat ujiii thie game do Par gou that maria BH didn't? 


n t has to be said that on first looks, Banjo- 
Kazooie is really little more than a Mario 
64 clone, albeit a pretty one at that. 
Take a closer look, however, and you'll see that 
there is more to this game than fancy graphics 
and 'Mario-styie' gameplay. 

For starters there are two main characters: 
Banjo the bear and a bird type character who goes 
by the name of Kazooie. When not being used by 
the player, Kazooie sits in Banjo's backpack and 
together the two characters are able to perform 
at least 24 different moves. Both characters are 
able to fire a blue 'egg' type projectile and can 
tumble, punch and kick. Kazooie even has his 


own special vertical beak dive and there are many, 
many more special moves too. 

Also, on their travels. Banjo and Kazooie will 
encounter a witch doctor who will kindly agree 
to transform our heroes into a variety of different 
forms. This will allow the player to gain access to 
previously inaccessible areas of the levels - it 
works in a similar way to the switch palaces in 
Mario 64 - if you remember, the coloured boxes 
gave Mario new powers and allowed him to reach 
more stars! 

And now a word about the graphics. Although 
Mario 64 was commended for the way it looked as 
much for the way it played, there are those who 



The attention to detail is, as you would 
expect from the developers of Goldeneye, 
quite simply stunning 


criticised it for lacking detail. Well this isn't true 
of Banjo-Kazooiel You can probably tell from these 
screenshots that this easily surpasses anything 




A Thanks to the paiiot in his backpack. Banjo is 
able to take to the aii and reach neuj areas 


p Q TOTAL 6h volume two 
^ ISSUE TWO 







A Banjo comes face to face uiith a huge monkey - is he friend or foe? If only me could read Japanese! A The key to the game is finding the magic chests 




you've ever seen in your life. Well, nearly! The 
game is lavishly texture mapped and uses some 
excellent lighting and transparency effects to 
produce arguably the most immersive environment 
yet seen on the N64. The attention to detail is, as 
you'd expect from the developers of Goldeneye, 
quite simply stunning. Water ripples beautifully, 
torches radiate fiery glows of colour and the 
character animation is superb. 

The game is chock-a-block full of weird and 
wonderful characters and not all of them want to 
be friends. Characters like giant bulls, gargantuan 
crabs and large ants are all encountered on the 
first level and are all out to harm our heroes in 
any way that they can. 

The main problem we can see that we'll have 
with the game is Rare's tendency to design game 
characters that are sweet as sugar. Remember DKRl 
Well, our Deputy Editor had quite few problems 




'coming to terms' with the 'sweet' nature of the 
participants and was regularly heard screaming 
the catchphrases as insanity 'came a-knocking' on 
his head. Banjo-Kazooie's crew look equally cheeky 
but this shouldn't distract too much - especially 
for younger players and the insane amongst you. 


Anyway, whether or not the characterisation 
will make you sick, you can be sure that Banjo- 
Kazooie will be a top-notch game, a most worthy 
successor to Mario 64 and an equal of any title to 
come from Rare's thoroughbred stable. We wait in 
anticipation for the game's release in July, i 
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Tamagotchi World 

Just mfisn you though it uias saPo to assume you’d seen the 
last oF the Tamagotchi ’craze’, along comes Bandai uiith a 
version For your IIBh! 



blighters. A week after the keyring pets were 
released into UK stores, the Total 64 offices were 
a chorus of bleepy noises and discussions and 
comparisons of each other's virtual pets were 
commonplace. In fact, it was soon a fad that 
was bordering on obsession - how else can you 
explain grown men waking up in the middle of 
the night to care for their little 'friend' and visits 
to the local public house being interrupted by 
cleaning the pets of their tiny digital poos? 

However, this was a fad that was short-lived. 
It wasn't long before people were mercilessly 
tormenting their Tamagotchis and competing to 
see who could kill their pet the quickest. After 


only two weeks of ownership, all the eggs had 
either been given away to unsuspecting individuals 
or smashed into a million tiny pieces, never to 
beep again! 

With virtual pet ownership reaching hysterical 
levels in Japan, Bandai and Nintendo have seen 


fit to release a version of this 'pef for the N64. 
The Gameboy version of Tamagotchi was little 
more than a graphically enhanced version of the 
'little egg', but with a 64-bit version we should 
expect more. And that's what we've got - a full 
colour version with a lot more to it than simply 



©r©: 
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A The object of the game here is to shoot the eggs 


A Oh no! One of the 'Little Eggs' has been taken ill! Luckily there's a nurse on hand to give him a shot - 


A The infamous poo fight: throw your 'doings' 
at the other pets - the least amount of poo wins! 


food he/she eats, the way it is disciplined and 
generally how it is treated. But here there are 
other influences. Other players can hinder your 
Tamagotchi's development by playing special 
cards to upset all the good work you've done. 
For example, playing a 'poo' card will cause an 
opponent's pet to be chased around the board 
by three lumps of excrement until their owner 
is able to clean their little baby. 

As you might have guessed from this, the 
game is VERY Japanese in both its content and 
graphical style. Other games include running 
along a conveyor belt/diving board for as long 
as possible (failure to do so results in a splash 
in the pool), being the first to pop a balloon and 
a four-way poo fight (the winner is the one is 
hit by the least amount of poo). 

Graphically, Tamagotchi World will definitely 
not win any awards for technical achievement, 
but the style of the visuals is truly original and a 
such, quite brilliant. Keeping in the same vein as 
the hand held version, the graphics are 2D but 
here they are in a 3D world and are basically 2D 
sprites that that bend and stretch and fold - and 
are completely crazy! 

Apart from the Tamagotchis themselves, there 
are many, many weird and wonderful characters 
to meet such as the fridge with lips, ambulance 
with lips and flowers with lips. There seems to be 
a theme developing here. Anyway, if you're partial 
to crazy Japanese humour, you'll love Tamagotchi 
World when it's released this summer. 4 rj} 


What the game boils down to basically is 
a board, game, where the objective is to 
raise a small alien egg that crash landed 
on some bloke’s head. Or something 


caring for a little alien being by poking a few 
buttons now and then. 

What the game boils down to, basically, is a 
board game that has the objective of raising a 
small alien egg that crash landed on some bloke's 
head. Or something. The idea is to throw the 
dice and move your egg around a board, playing 
games, competing in challenges and beating the 
three other players taking part in the race for 
Tamagotchi evolution. 

As you may or may not know, the growth of 
your Tamagotchi depends greatly on the type of 
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Foreaken 


The past: the Earth lies in ruin. Thanks to soRfe meddling scientists. 





the entire population uias ujiped^ut ip an experiment that uient 
dr^sticaiiy uirong. The present: Pi^en oP the gaiaxy’s most Peared 
mercenaries head to the dead pi9ng|^o steai anything oP vaiue that 

is ForBai^fL .. 


th^ caiHtnd. The ^ture 
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Even at this stage of development (Forsaken is due for release in the 
summer) the game is looking remarkably well put together but then what 
else would you expect from the boys who brought you Extreme G? 


hen will those pesky 
scientists ever learn? 
Playing around with 
matter at its subatomic 
level is really just not 
on, especially when the experiments go 
catastrophically wrong and you trigger 
off an uncontrollable fusion reaction - 
a reaction that wipes out the entire 
human race. 

Forsaken takes place some years after 
this terrible accident, when the Earth 
lies in ruins and not a soul is left alive 
- the inhabitants burnt to a crisp by 
solar radiation. Now the planet is left 


You must take control of one of 
fifteen biker mercenaries and head to 
Earth. Your aim? To get aboard your 
cyberbike and loot as much as you can, 
to make yourself a fortune and make a 
name for yourself. 

But it won't be easy. You're not the 
only one who's had the idea of heading 
to the abandoned planet - there'll be 
many other mercenaries to contend with 
and none of them will think twice about 
shooting you in the back, if it means 
financial gain. There'll also be all the 
deadly mechanoid droids that were left 
behind by the high council of Earth to 


contend with. This is not a mission for 
the faint hearted. 

Forsaken takes its cue from the old 
classic PC and PlayStation shoot-'em- 
up Descent It presents players with a 
fully realised and very believable 3D 
environment, which allows you to move 
in any direction: up, down, left, right 
- anywhere you can see, you can go. 
The three dimensional environment is 
remarkable, often dragging the player 
into the dizzying and exciting situation 


of dealing with simultaneous flying 
and fighting. 

The developers have 
put the graphical 
capabilities of the 
N64 to good 


to the scavengers and everything is 
up for grabs by mercenaries from all 
over the galaxy - which is where you 
come in. 
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Hell’s Angels 
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BEARD 

This guy is the bad 
rocker of the game. He 
lives life by "bikers' 
ethics" and is a loyal 
dude who never blows 
out on his buddies 






SPECTRE 

Spectre is the victim of 
a debilitating genetic 
disease. As a result, his 
body is bloated with 
fat and his skin is 
white and flaky 


REX HARDY DR NEPENTHE NIM SOO SUN LOKASENNA MEPHISTOFUN 


Born on the back of an 
old 18-wheeler, Rex has 
spent all of his life on 
the road. He's prone to 
acts of extreme violence 
and is despised and 
feared by all 



Dr. Nepenthe was a 
model citizen and an 
eminent physician. But 
that was before the 
manic depression and 
homicidal transvestite 
tendencies set in. He's 
now became something 
of a Jeckyl and Hyde 
character: doctor by day 
and monster at night! 


Nim Soo Sun is a wild 
and violent psychopath 
with a taste for knives. 
Nim used to work for a 
circus until she went 
mad one day and 
started carving up 
innocent spectators 


Lokasenna is a native 
of the Martian 
settlements. Here she 
became involved with a 
group of people 
dedicated to evolving 
mankind by integrating 
flesh with machine. She 
is now the proud owner 
of a prosthetic body 


Mephistofun is a 
veteran of a dozen 
droid combat wars but 
when he heard that he 
was about to be 
decommissioned, he 
went berserk and 
promised to destroy all 
known carbon lifeforms 


use. The environment is completely 
believable, with its gorgeously detailed 
texture maps and clever use of real-time 
lighting effects. The latter make it 
possible to light up a hallway with a 
shot of a missile or laser - the walls 
will be illuminated in sync with the 
laser shot, as it travels at speed down 
the hallway. The effect really is quite 
remarkable and is reminiscent of the 
effects seen in the PC 
shooter. Quake 2. 

The enemies, ' 
which take o 
the form of 
either your 


fellow mercenaries or the robot drones 
(left by the High Council to guard the 
booty) are all wonderfully detailed and 
have a significantly high level of AI. 
Some will hunt in packs, while others 
will go head-to-head - dodging in and 
out of view in an attempt to stay out 
of your laser sights. It's no good just 
hiding round a corner and waiting for 
the robots to come round after you, 
either - they're wise to such tactics 
and will often wait for you to attack 
or, if they're 
I working in 


packs, will send a robot in to lure you 
into a battle. It's this feature which 
stops Forsaken from becoming 'just 
another 3D shooter', the 'intelligence' 
of the enemies means that you'll have 
to be on your toes every time you play 
a level. 

Another cool feature of Forsaken is 
the interaction with the backgrounds. 
The effect is something along the same 
lines as Goldeneye - as in that game, 
you can shoot windows, air vents and 
debris, all of which explode. But here it's 
possible to shoot doors down (if you 



Bang, bang - you’re dead! 



PURGE MINE PINE MINE QUANTUM MINE GRAVAGONS SOLARIS 

These are the standard These hang around and Highly explosive mine that These missiles create an Heat seeking missiles 
mines - they detonate fire missiles at any enemy will destroy any ship it orb of energy that traps 
on contact craft that strays too close comes into contact with anything entering it 





MUGS SCATTER MISSILE 

The standard rocket in Homes in on an enemy 
the game and scatters their weapons 

when it hits 
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LA Jay's over-the-top 
attitude is only 
matched by the 
brightness of his shirt. 
By nature he's a solar 
surfer, determined to 
'live life to the MAX' 


Jo is the archetypal 
computer nerd, 
obsessed with gadgets 
and techno. He's only 
out for one thing and 
that's to rob the barren 
Earth of all of its 
usable technology 


HK-5 was intended as 
the ultimate cyber- 
controlled attack craft 
but something went 
very wrong with his 
programming. He has a 
warped cybermind which 
is now infected with 
megalomania, greed and 
loathing for all humans 


Foetoid is a hideous 
genetic mutation, 
contained within a life- 
sustaining steel womb. He 
was abandoned by his 
creators and lay in a pool 
of nutrient enriched syrup 
for ten years until, one 
day, he learned how to 
move. Revenge is Foetoid's 
main aim in life... 


Ex-Cop lost his badge 
one day, when he shot 
three of his fellow 
officers in a blood- 
frenzied drugs bust. 
He now roams the 
galaxy, looking for 
perps to blow away 



EARL SLEEK 


Earl Sleek is 
something of a strange 
breed - a DJ with a 
taste for blood and 
gang warfare. He likes 
to murder whilst 
playing the latest 
P-funk grooves 



CUVEL CLARK 


Cuvel Clark is addicted 
to gambling in a big 
way. There's nothing he 
enjoys more than the 
spin of the roulette 
wheel, especially if the 
ball is a highly 
explosive grenade! 


have the correct weapon) and these will 
either melt away, explode or regenerate, 
depending on which weapon you use. 
Obviously, something like this makes the 
feeling of being 'inside' an environment 
all the more real - something that is 
lacking in most 3D shooters. 


laser gun but this can be replaced by 
any number of increasingly powerful 
weapons. They range from lasers, right 
up to heat seeking missiles and you can 
even collect mines that'll keep guard, 
then fire missiles at any enemy robots 
or mercenaries. The missiles even come 


Even at this stage of development 
(Forsaken is not due for release until 
the summer) the game is already looking 
remarkably well put together but then 
what else would you expect from the 
boys who brought you Extreme G? We 
can't wait to get our hands on the 



The developers have put the graphical capabilities of the N64 to good 
use. The environment is completely believable, with its gorgeously 
detailed texture maps and clever use of real time lighting effects 


There are fifteen characters and bikes 
to choose from (you'll find more details 
in the 'Hell's Angels' boxout) and each 
of these has its own unique performance 
attributes: some are quick but have weak 
armour while others are slow but have 
much better armour - the choice, as 
they say, is yours. There are also a wide 
variety of weapons to collect on your 
travels. You start with a fairly standard 


equipped with a camera, so you can 
guide them right up to their target. 

Possibly the best feature of Forsaken 
though is the four-way multiplayer mode. 
Here you can fight on any of the fifteen 
levels, in a deathmatch which ranks up 
there with Goldeneye. Even in this four 
player mode the frame rate never drops 
below 30 fps, so you're guaranteed a fast 
and often frenzied fight. 



final version, which promises to be an 
extremely playable and well-polished 
title indeed. Watch this space for more 
cyberbike action soon! 




TITAN MISSILE POWER POD 


PULSAR 


TROJAX 


SUSS GUN 


LASER 


Very power missile 

Collecting these 

This is the standard 

Needs to be charged up 

Rapid firing machine 

Powerful long 

A short range 

that sprays shrapnel 
on detonation 

increases the power of 
your weapons 

laser weapon used in 
the game 

but is very powerful 
when unleashed 

gun-type weapon 

distance weapon 

flamethrower 
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‘Exposing your flintendo 6k to luater ujifl SBriousfy damage the 
internal components'. Thank goodness the boys Prom Zed Tioo 
didn't read the riBk's manual, otherujise me ujouldn't have the 
ujonderPul lUetri)A 



■ m ■ etiix started out life as 
H H H one of those concept 
H H H game type thingies. You 
know what I mean, it's 
when programmers sit 
around and decide to emulate water in 
a computer or something. Well, that's 
what happened, all of a sudden they 
1 that a game could be made out 
ill that mathematics and that's 
\/hen Wethx was born. 

Puzzle games are usually the 
preserve of the Japanese - 
just look at Puyo Puyo Sun, 
look at Puzzle Fighter; those 
Japanese are mad for anything 
that involves dropping blocks 
in combinations of colours. 
Perhaps the only exception to this 
rule is Russia's greatest export (apart 
from Vodka and that dog that went into 
space) a little known Gameboy title. 
Tetris. That game was the first, and 
arguably also the best on Nintendo's 
handheld system and sold in its millions 
on almost every imaginable format. The 
thing is, the puzzle genre hasn't really 
advanced much since those days - Puyo 
Puyo Sun 64 was, frankly, something 
that the SNES could have done and 
Tetnsphere - although appearing 
3D on the surface - still had its roots 
in fewer dimensions. 

Wetrix manages to 
contradict two of these 
statements: it offers a 
new twist on the puzzle 
genre and is not from the 
Land of the Rising Sun. In 
fact, this exciting new title 
is being developed just up the 
road from here (well, 300 miles or 


so - which is close enough) at Zed 
Two's very own Manchester offices, 
where the boys have been rising to 


the challenge of showing the Japanese 
a thing or two about making addictive 
puzzle games. 


How to play 




You start off with a flat landscape Quickly set up your blocks in order 

to contain the first inevitable 
water droplets 




Sooner, rather than later, the water The arrows show where the water is 
droplets will begin to fall... spilling out 



Using the fireball (should) Don't let the bomb fall into your 

evaporate all of the water lake, or you'll lose all of your water. 

Instead detonate in a safe area 



38 
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▲ Loads of really fancy stars to the winner, rocks and water bubbles to the loser 



Duck Feet 

The idea behind ^etrix is a simple one 
- well, the best ones always are as they 
say - but that's not to say that Wetrix 
is a simplistic game. It has a variety 
and depth to its gameplay that has 


rarely been seen before in a formulaic 
genre. Let me explain: the general idea 
is to trap all the falling water onto 
the landscape and then evaporate it 
to score points. The more points you 
score, the better you are - this aspect 
is essentially a throwback to the days 
of Poc Man. 





A Handicap mode begins with a hilly landscape instead of the usual flat one 



You start off with a flat landscape, 
which can hold as much water as a 
sieve - so how do you prevent all the 
blue stuff from disappearing down the 
drain? By using special 'upper' blocks 
you can raise the level of an area of 
the landscape and form lakes. You 
can then safely drop the water 
bubbles into these (in theory) 
until you get a fireball to 
evaporate the stuff. That, 
however, is not the end of 
the story. The game also 
throws 'bad' blocks at you, 
which will cause you problems 
and disrupt your collection and 
evaporation of water. By far the 
most dangerous is the bomb - which 










RAINBOW MULTIPLAYER 

Evaporating water while this is in effect 
will boost your score no end 


What’s going on here then? 


NEXT ITEM 


EARTHQUAKE METER 

If you build your land up too 
much, this will eventually spell 
out the word 'earthquake'. If 
that happens then your landmass 
will be devastated by - yes, 
you've guessed it, an earthquake. 
This has the effect of levelling 
your hills and you'll probably 
lose all of your water 


FROZEN WATER 

From time to time you'll get 
an Ice Cube Attack which, if 
the cube hits a lake, will freeze 
all of the water 


As with most puzzle games, 
Wetnx shows you what the 
next item will be; in this 
case a fireball 


TEST TUBE 

An indication of just how much 
water you've lost off your island. 
If the level reaches the top then 
it's game over! 
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Option, option 







% r 



CLASSIC 

As the name suggests this is the 
original form of IVctr/x - the 
object of the game is to score as 
many points as possible 


CHALLENGE 

Set yourself a challenge, such as 
score so many points in five or 
ten minutes, or by using 50 or 
100 blocks 



PRO 


This is the err...practice mode 


You've guess it, only the most 
experienced Wetrix players need 
enter this game. The blocks fall 
at an alarming rate and... 



MULTIPLAYER 


HANDICAP 


Take on a friend (or enemy) in a 
battle to the soggy end. Includes 
special attacks which can be 
used to upset your opponent 


This is where you can test your 
Wetrix skills by giving yourself a 
handicap. These include Random 
Land levels, where your starting 
land mass is covered in hills and 
Ice Mode, where you have a 
certain (short) amount of time to 
prevent a quickly melting block 
of ice from escaping your island^^ 


will blow a hole in your landscape and 
- if detonated in the wrong place, allow 
your precious blue stuff to run away. If 
too much vanishes, it's game over. 




In fact there's no such thing as a 
specifically 'bad' block in Wetrix - 
sometimes even a bomb has its uses 
- and this is the clever bit which makes 
you play for hours and hours. 

To prevent you from building up the 
sides of your landscape too high and 
making the game too easy, there's always 
the threat of earthquakes to take into 
consideration. This only happens if you 
build too high (handily represented by 
an earthquake meter on the left hand 
side of the screen) and if it does, then 
you might as well call it game over. This 
is where the bomb comes in handy. By 
blowing away sections of unnecessary 
hills and mountains, your earthquake 
meter will decline and you'll be saved 
from certain doom. There are also some 
specific blocks which lower the level of 
the land, which will also deplete the 
earthquake meter. As you can see from 
this, upper blocks can also be bad as 
they raise the earthquake meter. 

Another block which is good/bad 
is the 'ice cube attack' block - this has 
the effect of freezing any water that 
it comes into contact with and prevents 
you from evaporating it. However, if 


you have a leak in your landscape, then 
this will stop the water from escaping 
until you plug the gap. You get the idea. 

Electric 

Umbrella 

Wetrix offers many other modes of play: 
there's an expert's level, where the blocks 
fall at ludicrous speeds and there are 
scenarios to tackle where you're given 
a predetermined landscape to start on. 
This is either an undulating landscape or 
a flat landscape with a huge lump of ice, 
that melts after a short amount of time. 

But, arguably, the best feature of 
Wetrix is the versus option. As you might 
expect, you can play one of your mates 
(or enemies) in a water fight (joke) and 
this has one or two things that are not 
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attack. These all have to be 
earned by evaporating large 
amounts of water. Basically, 
the longer the battle goes on, 
the more intense it becomes. 


Tears in 


in the one player mode. For starters so. There are wonderful ripples, drif 
there are no points awarded - instead, and evaporation effects that make 
your reward for evaporating water is to water in W^oi/e Race look like Stic 
send it over to your opponent in the treacle. There are also some rath 
form of rain. If they haven't built their spectacular lighting effects on the w 

Wetrix looks to do for the puzzle 
genre what the N64 was designed 
for — to take games into the 
next generation 


landscape up sufficiently, before they 
know it the water will be running away 
and you'll be the winner. There are also 
different attacks that can be sent over to 
the other side: a simple water bubble 
attack which throws down some random 
droplets; an ice attack; a bomb attack 
and, the deadliest of all, an earthquake 


which prove that when it comes to pure 
visual delights, the N64 is in a league 
of its own. 

Wethx looks set to do for the puzzle 
genre what the N64 was designed for - 
to take games into the next generation. 
This game just could not exist in two 
dimensions and the maths involved in 
emulating water could only be done in 
a top end PC (or your N64, of course). 

Anyone who has an appetite for 
pure videogame playability will love 
this game and play it for hours - as 
we have already. Be sure that when 
our Japanese friends get hold of this, 
they will die of jealousy! 


DOWNERS 

Same as the Upper blocks but 
have the opposite effect of 
lowering the land 


UPPERS 

These are the building blocks 
of your land - they make the 
land raise by one level in the 
shape of the block 


WATER BUBBLES 

Surprisingly enough, these contain 
the precious water that you have 
to prevent from running away 


FIREBALL 

If this falls into one of your 
lakes it will evaporate all of the 
water and you'll score points! 


BOMB 

Nasty. Will blow a hole into 
your landscape, however built 
up it is. Useful for redudng the 
Earthquake meter though 


ICE CUBES 

Fall randomly and you have no 
control over where they go. These 
freeze all water they come into 
contact with 
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SILICON VALLEY 

With a reputation for original and 
innovative games, DMA Design will 
not disappoint with this one. This 
release is perhaps best described as a 
3D adventure puzzler where you must 
take your 'microchip' through the many 
areas of a space station to reach the ubiquitous 
bad guy, bent on world domination. Being a microchip, 
your character can enter the bodies of 'dead' nanobot animals and 
control them. The story, you see, centres around a lost space station 
that was fitted out with the latest nanobot technology before it left 
the earth. Now the space station has returned and the nanobots have 
evolved into all manner of bizarre creatures, loosely based on animals 
you'd find on earth. Each has their own abilities and you must master 
each one if you want to gain access to the end boss. There are more 
than forty of these creatures - some that you're likely to encounter 
include flying dogs (with machine guns), polar bears with tank tracks 
and even camels with cannons instead of humps! 

BODY HARVEST 

This game has been in development since the announcement of the 
N64 and has been put back many, many times due to the perfectionist 
nature of Nintendo's 'game police'. The basic premise is simple: aliens 
have invaded the Earth and want to capture humans as a source of 
food! They're not content with just one time 
period though - they've invaded six 
different time zones, ranging 
from man's ancient past right 
up to the future. 

A scary situation like this 
calls for a hero and that's 
where you step in. You 
must rid the Earth of 
these scum, making your way 
through the six time periods 
and killing every last one of the 
invaders. The aliens in question are 
huge insects, along the lines of those seen in 

Starship Troopers, which want to suck up your brains through a straw! 

There loads of shooting to be done in Body Harvest but that's certainly 
not all - players will also have the opportunity to drive, fly and sail 
in more than fifty vehicles, ranging from the common jeep to ocean 
liners and even UFOs from Area 51! 



ACCLAIMSPORTS SOCCER 

The release of ISS on 
the N64 really 'moved the 
goalposts' for football sim 
developers, redefining the 
whole genre in terms of quality 
and presentation. This is where 
Acdoimsports Soccer comes in. This 
game takes a simulation approach to the 
genre, which will probably mean that it is closer to FIFA '98 than ISS in terms of 
gameplay mechanics - but the game already looks to be a great improvement on 
the former. It is being coded by UK hot shots Probe (the guys who brought you 
Extreme G) so they should know a few things about football - and even understand 
the offside rule! 



MfffonouQlht S oit¥f on 



BUCK BUMBLE 

From the development house 
that brought you Starwing 
on the SNES, comes Buck 
Bumble, a game that will 
allow you to act out all 
those insect fantasies! 

The game is similar to 
Starwing in that it's a 3D 
shooter set in a polygon 
world but in this game you 
play the role of Buck the Bee 
on a mission to destroy the evil 
Queen Hornet. 

The game takes place over three worlds, through 27 missions in total, each 
of which has its own unique enemies, power-ups and challenges. Buck Bumble 
even simulates what it's like to see out of an insect's eye! 


The World of Ntntendo 




by Nick Jones age 23 and a bit 

Welcome to the ever expanding world of Nintendo 64! With more and 
more developers working on Nintendo's console, from all comers of the 
globe, we thought we'd show you exactly where they all are! 
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MISSION: IMPOSSIBLE ^ 

The infamous Mission: Impossible has been in development for well over 
two years now and is finally reaching its proposed released date - early sumn 
From what we've seen of the game, it's been well worth the wait and the compet 
I from Goldeneye has seen MFs developers go into overdrive, in an attempt to be 
f Rare's premier spy game. The main difference between the two is that MI is le 
based' than Goldeneye - in fact if you go round just shooting the bad guys you' 


overrun before you can say 'this message will self...' The approach you need 


in Mission: Impossible is one of stealth and cunning and there are 
many features which are making our bananas go ripe, just from 
the sound of them! Killing people is not really an option - 
instead, you'll have to knock them out, gag and bind them 
and assume their identity. If you don't act quickly enough, 
however, they'll be found by someone and the alarm raised. 
Now, how good is that? There are many other features too 
HV numerous to mention here, which 


will make MI one of the best games of 1998, 


TOTAL 64 


volume two 


ISSUE TWO 
















1 
















1 













niHTEnno 


• THE WORLD OF OIOTEODO 



JUNGLE EMPEROR LEO 

Not much is known about this title yet, only that it's Shigeru Miyamoto's ne: 
project. The game is based on the popular Japanese cartoon of the same name, 
is said to have been the inspiration for Disney's film. The Lion King. The simil 
with Disney don't end there though - Jungle Emperor 
features some of the most fluid animation yet seer 


game and visually, is shaping up to be one of the most 
impressive N64 titles yet. Jungle Emperor Leo is set for 
, release on the 64DD, so don't expect it to be out until 


C^^pcom 


f STREET FIGHTER 3 

Capcom's plans for the N64 are still shrouded 
in secrecy but they have officially stated that 


there'll be a Street Fighter game for Nintendo's 


powerhouse. We'll take an educated guess that it'll take the 

Df a home conversion of their arcade smash. Street Fighter 3. Surprisingly 


enough (to some) this latest incarnation of the ridiculously successful Street 


Fighter series shunned the current trend of 3D graphics, in favour of 
. Disney quality animation. You can expect the N64 version to include 
features that are not found in the arcade version. 


just to improve the title's longevity. 


^ MEGAMAN ■ ! 

Capcom's other long-running game series M 
(since the days of the NES) is Megaman. 

Also known as Rockman in Japan, the 
games (there have been at least eight) 
have not been known for their originality or 
innovation over the years, opting instead 
H for a tried and tested formula of J 

K platforming and shoot-'em-up. 

^ However, you can expect 
this to change in the first 
Megaman game for the N64 
- indeed, Capcom have already 
displayed their intentions for the 
series with the PlayStation game, 

Megaman Neo. It's likely that the N64 Megaman 
game will take its cue from Mario 64 and be in 
glorious 3D - what will happen to the gameplay ; 
remains, to be seen. T 
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HYBRID HEAVEN 

Since this game was first seen at Last year's E3 in Atlanta (in video form only) the press 
have gone absolutely mad for it. Graphically, the game looks very similar to 
Resident Evil on the PlayStation, except everything is drawn in real¬ 
time - something that will allow the player to view the action 
from whatever camera angle suits him best. Hybrid Heaven has 
been described as an 'action adventure/RPG'. The story centres 
around an orbiting space station, used by the government to 
develop biological weapons. After an outbreak on the station, 
one of the 'weapons' escapes to the Earth and this is where your 
problems begin. It is your job to track down the hazard and destroy 
it before it can reach civilisation and infect the population. This is 
potentially one of the biggest games of the year and you should start getting very 
excited about it - now! 

CASTLEVANIA 64 

Another game that has its roots in the 8 and 16-bit console 
games of the eighties is Castlevania 64. Again, the game 
has been transformed into 3D and the gameplay will 
be completely changed as a result. If you were a fan of 
the original Castlevania games (the SNES version was 
arguably the best) then you'll be pleased to hear that 
this version continues the story of the previous games. The 
gameplay takes place both by day and night - a feature that will 
greatly effect the gameplay. At night it will obviously be dark and your field of view will be 
reduced, plus monsters that would be tucked up in bed, all cosy and warm, during the daylight hours 
will emerge to attack you. You will only be able to kill vampires during the daylight hours, by luring 
them into pools of sunlight so that they burn to a crisp! 

There will be four playable characters to choose from - each with his or her own special 
weapons and abilities, as well as their own ending. You'll also get to meet and interact with 
the three other characters during the game and - depending on which character 
you choose - some will aid you in your quest, whereas others may act as boss 
characters. Don't expect this game to be a gore fest though; Konami have said 
that although this is a horror game, it will be a gothic horror story and 
won't rely on blood to scare you. 


DEADLY ARTS 

Also known as G.A.S.P Fighter's Nextreme, this is Konami's first 
venture into the fighting genre since the glory days of Yie ar 
Kung Fu in the arcades. As you might expect from a 
company with the reputation of Konami, this 
will be no ordinary beat-'em-up. The action 
will take place in a fully three dimensional 
world and will allow total interaction 
with the backgrounds and scenery. 

Perhaps the most interesting 
feature, however, will be the 
ability to design your own 
fighter. Players will be 
able to modify almost 
every aspect of their 
warrior, from facial 
details to height, 
weight and even the 
clothes that they wear! You 
will also be able to alter all 
your fighter's abilities, giving 
you complete control over your customised 
'fighting man'. 


11'-'ft' 

Kenaai^TOKI/O 


HOLY MAGIC CENTURY 

The first RPG for the N64 will be out shortly in Japan, 
proving that cartridges are able to cope with the size of RPGs 
that the Japanese gamespLaying public are accustomed to. The game 
follows the adventures of a young boy named Shanjaque, who has the 
unique ability of manipulating nature. With his spells, Shanjaque can control 
the four elements: earth, air, fire and water and make them do whatever he pleases: 

mixing fire and earth will produce a Lava spell, for example. 
Holy Magic Century's gameworld is huge and takes place over the 
continent of Setland, which incorporates three countries: AnguLus, 
Stornia and Velagoon. Your hero has complete freedom of 
movement and can explore anywhere and talk to anyone he 
meets. The game is played in real-time, which means that 
the time of day is constantly changing - you can watch 
the sun go down if you wish! Holy Magic Century is 
probably no match for the forthcoming Zelda game, but 
should keep our RPG toes warm until it arrives. 
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One of the most 
year is Turok 2. 
drastic changes from 
notably to the graphics engine which 
in the first!instalment, had trouble 
displaying the rich and detailed 
texture jmaps. Expect the fogging 
J, effect of the original to be greatly reduced or even removed 

entirely. The enemies will be given a face lift too, with a new technology that covers polygons with a skin, hiding the joins. This will lead 
to much more realistic looking characters and - probably to much 'running away' too! 

Gameplay will be less linear than the original and will feature a lot less jumping (thank the Lord). Also, this time around players will be required to 
explore the levels a lot more in order to progress in the game and with Turok 2 around 50% bigger than the original, that's a lot of exploring! 

.f—i : 

RECKIN BALLS 

Something of a rarity on the N64 - and any other console for that matter - are what could truly be described as original games. Reckin Balls falls nicely into 
this category though and is best described as a platformer racing game. Confused? You will be when you learn that the game uses elements from Bionic 

- Commando and Snakes and Ladders as well! 

.-.. j. Up to four people can play Reckin Balls, all controlling a bouncing ball. The idea is to take your ball to the top of the level in as quick a time as possible, 
using all manner of methods and pick ups. As you progress you'll gain access to a grappling hook and transporters, so racing is not the only way to win. 

- The levels are littered with loads of enemies, all hell-bent on preventing you from reaching your goal, plus you'll also have to contend with the other balls' 
^.j^ffcjrts to halt your progress. This could be one of the most original and addictive multiplayer games that you'll see all year! 









































































PILOTWINGS 2 


Anyone out there who was a fan of the original Pilotwings (I certainly 
count myself as one) will be overjoyed to hear that a sequel is well 


under way at Paradigm Studios. Pitotwings 2 will continue in very 


much the same vein as the original but will feature many 


SAN FRANCISCO RUSH 2 


A huge hit in American arcades, the follow up to the successful 


but flawed San Francisco Rush is a great improvement on the original. 


Boasting graphics that are on a par with any of Sega's racing games, SF 


Rush 2 features loads more tracks, as well as more inventive courses, which offer 


the player a roller coaster of a ride. 


arcade 


to the N64 from arcade giants, Midway, is 


the unusual Bio Freaks. The title is set 


in a time after a nuclear war, when 


humans are no longer totally human 


and have all manner of cybernetic 


additions to their bodies. To while 


away their days, these freaks decide 


to fight against each other in huge three 
dimensional arenas. All the characters in 


potential for airborne battles in this new 


immense. 
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These are 
the cream 
of the crop 
- any H64 

ou/ner that doesn't ouin at least one of these hasn't yet realised the 
power of their own console! So if you'ue yet to experience the likes 
of Mario S4, ISS Soccer 64, 6oldenei/e or Mario Kart 64.. Sort it out! 


81 - 00 % 


How we're getting somewhere! 
These games are the reason you 
first bought your H64: they're 
playable, they look good, and you're not going to be bored of them in a 
few weeks. The only reason these games won't haue scored higher will 
be because there's another similar game that we prefer, or because the 
title just lacks that special something that separates an extremely good 
game from the titles that no H64 owner should be without. 


71-80% 


Bit of a 'sitting on the fence' 
score to be honest. It's likely 
that games in this category 
will haue had us all thrashing out our opinions in a heated discussion. 
Differences of opinion in the team are good for our reuiews, but are going 
to mean that some of you will like it, some of you won't. 


What a busy liPe ujs lead! He each month 
goes by there are more and more titles 
to revieuj and there seems to be an ever 
increasing number oP soPtuiare houses 
starting to deveiop games Por the RBW. 
One iook at the neujs and previeuj sections 
oP this magazine ujili shouj you just houj 
many exciting games uie ali have to look 
Porujard to. Houjever. rest assured — at 
Tothl 6h uue are. as aluiags. dedicated to 
giving you the best, most up to date and 
more importantly, honest revieujs. each 
and every month. We knouj houj to tell a 
Baltieneye ?vnm a LUheel oF Fortune anti 
you can guarantee that uie think iong and 
hard about the scores uue give out. to 
heip you get the best games Por your 
Pavourite consoie. 


Q ^ falling into this category 

^ I LI is probably best auoided. The 

game might actually haue some 
redeeming features - or one of the reuiewers may really like it - but for 
the most part these games are going to be an acquired taste at best fl 
definite game to 'try before you buy'. 


m-Ga% 


Ule'ue had a couple of games 
fall into this category, which 
hopefully none of you will 
haue been foolish enough to buy. These games might look nice on the 
box, but will haue you considering suicide half an hour after you part 
with your hard earned cash to get them. If you do really like the look of 
them then check out our second opinions, but it's most likely that we'll 
haue agreed on a score this bad. 


21-k0% 


life hadn't expected a game to 
come into this category at all, 
but sadly some haue reached 
this low. Preuious low scoring games, such as St. ftndrews Golf anA 
Cruis'n USR, hauen't euen reached this leuel, which goes to show how 
poor a game must be to reach such depths. Should be auoided at all costs. 


FI If a game this bad is euer released 

^ ■La U questions will definitely 

need to be asked about Nintendo's 
quality control. To be honest, you're unlikely to EUER see a game getting 
a percentage this low, although some games might slip into this category 
after a couple of months gathering dust in our cupboard. 


With Quake sitting proudly in our laps this month, youTl notice 
something of a change in the chart proceedings. Also 'in our slots' 
this month is Tamagotchi World, which has been responsible for many 
a late night session! 


The new Total 64 
award will be given 
to those games that 
have surpassed our 
expectations. These 
select few games 
will have to amass 
a score of 90% or 
better to achieve 
such an accolade. 


Simon 

‘Lightning 

PhilipB 


Dave Hick 

‘Back on TV’ ‘Stgie Pointo 
Perrg Jones 


Hnt Russ 

‘GroundlTlaster’ ‘BiPta 
Brace Blare 


(-11. Yoshi's story (-)l. Uletiix (-11. Quake (-11. Quake (-) I. UICUI Us. nUlo 

(-) 2. Quake (3) 2. Goldeneye I-) 2. DK Racing (5) 2. Goldeneye [-12. Goldeneye 

(3) 3. FIFR: RTUJC 98 [HI 3. Tamagotchi World l-J 3. Tamagotchi World (1) 3. Yoshi's Story I-) 3. Tetrisphere 

(1) 4. Fighters Destiny (N) 4 . Sim City 2000 (-) 4. Fighters Destiny (3) 4. Fighters Destiny (-14. Quake 

(4) 5. Duke Hukem (5) 5. Quake (-) 5. Extreme G (-) S. Tetrisphere I-1 5. Tamagotchi World 

15 minutes of fame: Low down: Jazz music: Mick's style points: Killer weed: 

Body Rumble Pak Pachinko World San Francisco Rush Wheel of Fortune Cruisn' USR 
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should be able to at least mimic a middle range 
Pentium PC with a 3D card. The big question 
that needs to be asked when playing Quake, 
is can it be compared to Goldeneye, Turok 
and most recently, Duke Nukem. 


996 was the year when PC owners could finally 
get a bit excited about a new release, which 
genuinely did promise to change the face of 
gaming for a time. Quake followed in the footsteps 
of the hallowed Doom series and promised true 


excited, because Nintendo had helpfully delivered 
a 64-bit system that could easily cope with 
the Quake engine and use an analogue . v . 
controller. We expect more than just a , 

PC port, though, because (if ’ ‘i ^ 


healthy dose of fear. 

This was the game that was going to let the PC 
come into mainstream gaming circles, away from the 
stereotyped image of point and click adventures and 
flight si ms. Quake was gory, you see, even more so than 
Doom - which has also been ported to the N64, in fine 
next generation style. Mature PC gaming had never been 
so credible, the gore went beyond anything seen before, 
prompting new tabloid game reports on how video gaming 
was, in fact, the work of the devil himself and we were 
all doomed. If you'll pardon the pun. 

The glistening new 3D engine showed that the Texan 
developers concerned, id Software, had been hard at work 
under the direction of John Romero - who's credited 
with almost single-handedly reinventing the PC as a 
modern-day games machine. The fact that Quake, needed 
a fairly decent PC to run on when it originally debuted 
meant that for most console gamers, it was a luxury 
that few could afford. A £1000 PC was out of the question 
just for playing Quake, if you were sensible. A small 
monitor and puny speakers weren't the best equipment 
for gamesplaying either. 

The orosoect of an N64 version alwavs qot qamers 


above games at all, as it carries on the 
Satanic references of Doom with some truly 
gruesome enemies and arenas. You won't 
find the human inhabitants of Goldeneye 
or the comical pigs of Duke Nul^m here. 
When entering the first level you may 
think you can see a couple of blokes 
on the horizon, but on closer 
inspection, you'll realise they're 
mutated marines which want 
to kill you. Don't stare at them 
and shoot them from a distance 


though, or their possessed hounds 


will come at you, looking for 


some lunch 


The layout of Quake 


is different to many of 


the first person games 


that have been 


released since 


you re going lo gei an 
technical about 
things) the N64 
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Rnather First person shoot-’em-up For the nEM but 
it isn't a sequel and it isn't pretty. tUelcome to the 
ujonderFul, macabre, limb chucking ujorld oF Ouake 
— get the nail gun out and make sure that Rumble 
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A Enemies or traps are 
often triggered by picking 
up keys, weapons or ammo 


its original launch on the PC. There 
are far more underwater sections than 
in Duke Nukem and the weapons are 
more unconventional but not all make- 
believe. It's quite possible that the nail 
gun could be made, but the prospect 
of what amounts to a giant stapling 
gun would scare most people silly. But 
then Quake is about violence and the 


attention paid to the weapons and to 
their use is really rather special. A puny 
double-barrelled shotgun won't be much 
use against a chainsaw-wielding ore 
which cunningly lobs grenades at you 
before coming into range. 

Tactics are just as important as the 
fairly simple (yet occasionally quite 
bemusing) puzzles. Wandering around 


the disturbingly bleak corridors is a 
technique that needs to be masterec^*^ 
too - careful strafing and cautious 
warning shots will be needed. At tfmes, 
Quake even has elements of a platformer, 
with some huge jumps ileeded to reach 
precarious balconies. It won't always 
be the end of the world if you miss 
the jump but if you land waist-deep in 


blades and buzz-saws ^ 

Quafre|is the ways of the weapon. First up is the standard weapon, which never depletes - the blood stained axe. Although not much cop for the 

more nasty fo€s,^'s ^ective close up but is horrendously slow - never use it in place of a projectile. After the axe is the single barrelled gun and then the 
familiar Doom weapon, ^be double barrelled shotgun, which sends small to mid-size enemies reeling backwards. At this juncture, we can't talk about the weapons 
without mentioning thej^mble Pack, which really does come into its own when firing off multiple rounds. A meaty punch is delivered via the double barrelled 
shotgun, while-the nciil^|4K makes the pad vibrate like a wild thing. Such jolting delights are easily as effective aS the bumps and bashes in Goldeneye because 
the jolts are always mop^^l&rful when you're assaulted. Quake was built for fear, really and the recoil beats a PC mouse any day. 

The grenade lauticW^'ftally a can chucking, pumping firearm, which lets you throw explosive b al^d be an tins towa rds the enemy - it's similar t o tKe-. 
grenade launcher in rocket launcher is a potent weapon in death match but both the rocket aml^ren^l^nc^are dS^rfus if 

The huge, square frorvted nb^fgur^ a bit of an office favourite, only superseded by the 'super' nail gun which is f^erafnd^ba/ a spinning barrel. Jjl^^underbolt 
is probably the most powerful fdol, however, unleashing a deadly stream of jagged light... . ^ / Jr 




voliimf! two 


A Bits of flesh fly eueryufhere if you use powerful 
weapons. They disappear within seconds, though 


TMIIKII 


tlify MACK lit. 


{14 


review 


QURKE • aURKE • QURKE 


ISSUE TWO 





QUHKE • QURKE • QUHKE 


plenty of first person shooter g^mes that have gone befgre but hpw different are they to one another? 


Quake isn't alone on the N64 ~ there are 


DUKE NUKEM 64 


HEXEN 


DOOM 64 


TUROK 


GOLDENEYE 


Made promises to deliver 
a blend of first person 
and RPG genres via hand 
combat and sorcery, but 
the N64 version looks 
very dated and just can't 
stand up to the rest of 
the selection of first 
person games. Another iD 
game, which was released 
after Doom, using the 
same graphics engine 


The all-American hero with 
bulging biceps and a 
most uncanny knack for 
frequenting dodgy cinemas. 
The fast and loose ^ameplay 
of Duke and choice voice 
samples won many tans but 
on the N64 it remains a cult 
favourite rather than a must 
buy. If Turok: Dinosaur 
Hunter is Jurassic Park, this 
is The, Terminator 


Updated version of the PC 
classic with new levels and 
enhanced.graphics. Very 
playable but a bit dated in the 
light of Qdldeneye and its 
natural follow up. Quake. 
The enemies aren't in true 
3D as in Quake, but it's worth 
a footnote just because it 
effectively - in its PC form - 
created a genre and installed 
itself on any PC able to run it 


If only Jurassic Park 
could've been like this. 

Wonderfully texture 
mapped dinosaurs stomp 
around through the fog 
and there's blood and a. 
healthy amount of 
weaponry to be had by all. 

The violence had to be 
toned down quite severely 
for the special German 
version, incidentally 


perhaps the best piece of 
British console code to be 
made in the last decade, 
from Nintendo golden 
boys Rare. Features the 
best movie tie-in on the 
N64 and the greatest 
example of chip-generated 
music^ being used to great 
effect. The multiplayer 
mode really is the best 
feature too 


revolves purely around gameplay and 
what the player wants to do. Predictably, 
the levels are dictated by the puzzles 
and maze structures enclosed within 


soon as possible (they can kill you with 
a few strikes) you can't do the same 
to the zombies. The undead literally 
have to be blow to bits with a grenade 

^uake is about violence - the attention paid to the 
weapons and their use ^ r^lly rather special. A 
double barrelled sfeotgiih won’t be much use against a 
chainsaw-wielding ore, that cunningly throws 
grenades at you before coming into range * 


lava, you'll certainly need to find a 
wa^ out pretty quickly. Even the water 
isn%jtbat safe, because you can't always 
tellVh at lies beneath the surface - 


before they'll finally die. A shotgun 
or even a nail gun will delay their 
resurrection but, before long, they'll 
be up and moaning once again. 

What most gamers seem to like 
about Quake - when waxing lyrical 
about a certain section or puzzle - is 
the point that Quake isn't pretentious. 
It doesn't really have a storyline and 


staying still means that you'll float to 
down the bottom of the pool and then 
discover some new routes through the 
level - possibly. Either that or a nice 
grenade thrown by somebody above, if 
you're unlucky. 

Each enemy has its own style of 
attack, so whilst it may be well and 
good to kill the samurai swordsmen as 
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Play Dead 


good fun; ft not quite up to the standard of the tegendarv Goldeneye. For those wanting something of a change, (ava’pits and.teleports 
JaptCs ,^pd mfssion brief. Neither were nail guns, come to that. Seven arenas ate available, each having a relevant name 


TWO DEATHS CLAUSTROPHOBOLIS THE ABANDONED PLACE 


THE BAD PLACE 


The prospect of an N64 version always got gamers 
excited, because Nintendo had Jielpf ully delivered a 
64-Bit system that could easily cope with the Quake 
engine and use an analogue controller 


warn you that even on the 'Normal' 
difficulty level - rather than 'Hard' or 
'Nightmare' - Quake is difficult. The 
first couple of levels are fairly easy 
but from the third onwards, you'll be 
lucky to pass the level without a few 
attempts. It's lucky, then, that you can 
debauchery. This is certainly not what save your progress to memory card after 
the Nintendo of old would've sanctioned each level. 

for general release and happily even the The difficulty of the level is mad^ 

controversy-happy Sony haven't got tricky by things other than the puz^s 

the game for their PlayStation. You and vicious enemies. Quake is a bit 

have to wonder whether the PlayStation devious like that - walk up to a switch 

could offer all that's on display here, too. and trigger it and the floor below you 

There isn't any pixellation, for a start may give way or the ceiling might start 

and the enemies are suitably smooth moving. You're never too sure what 
with no vast, unsightly polygon aspects might happen next and this feeling 
jutting out. of tension in the game extends to the 

One player games are genuinely claustrophobic corridors, which have 
involving affairs but we feel we must little room for movement. Running 


them but they can be explored in many 
different ways, using a variety of tactics. 

Some levels, after the first few, will 
require both thought and correct weapon 
selection. Others will be a bullet ripping 
exercise in maiming, killing and general 


T Grotesque foes like this 
shouldn't be approached / 
urithout a nice big gun / 
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Leuel exits are either red portals or black open spaces 


backwards and firing forward is the best 
option in such situations. Other traps 
include spear^ring walls; step into the 
light on the floor and, as if by magic, 
you're turned into a kebab. It's like 
Indiana Jones but, er, with zombies and g 
giant ugly blokes. 

Other enemies include the two legged 
pink blobs, which look like headless 
chickens combined with shaved bears. 
Animation wise, there's nothing truly 
spectacular but their presence in 3D 
does mean that they can be blown into 
meaty chunks. Limbs and rectangular 
bits and pieces of body fly up in the 
air when an enemy is disposed of, up 
close. If you've never played Doom, 
then the thrill of blasting enemies to 


Nick’s 

comment 


Evei^thes, water isn’t that §afe, because you can’t always 
teH what lies beneath the^surface. Staying still means 
you’ll float to the bottxibbi tke po<^arid tK^n discover 
some new routes thrcAgh the 1 


THE CISTERN 


pieces will be fairly original because, 
in parts. Quake is an all out shoot- 
'em-up. Walk into a room with more 


The balance of quiet sections with 
only the orchestral squelch of the 
background music is compromised 


Arguably the biggest 
PC game in history 
has finally arrived on 
the N64 and boy, is it 
good! Everything is 
here from the PC 
version and morel 
The wonderful 
graphics, the spine 
chilling atmosphere 
and most importantly, 
the deathmatch mode 
are all faithfully 
reproduced. Although 
the gameplay in 
Quake is looking a 
little dated now (in 
comparison with 
Goldeneye] you still 
get a real thrill from 
the non stop, in- 
your-face killing 
action. If you've 
completed Goldeneye 
and hunger for more 
then Quake will go a 
long way to fulfil 
your death wish! 


than three enemies and 
some circular strafing 
will be needed - the 
trigger button should be 
constantly depressed at 
this point too, if you 
want to survive. 


0 ^ 


Grenade explosion 


effects flare in clear detail. 


but don't go too close 
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A R lone head, without a 
body. Good shooting reaps 
many rewards 


when you go off on a Predator-style 
killing spree. "Arrgh!" you'll probably 
shout, followed by a slew of expletives. 
When you finally do bite the dust, a 


using the grenade launcher too close 
to a wall and "you...tried to put the 


humourous phrase will appear on the pin back in" appears. Likewise, if you 


doing it is another matter entirely, 
of course. 

Teleporters are present on some 


screen. Commit unwitting suicide by 


get stuck in a trap, Quake will jibe you levels, which means that, by a miracle 


What most gamers seem to like about Quake , when they 
wax lyrical about a certain section or puzzle, is the 
point that it isn’t pretentious. It doesn’t really have a 
storyline and revolves purely around gameplay and what 

the player wants to do 

about being "squished". The feel of play of science, you can skip from one side 


is made all the more addictive by the 
distinctly varied enemies - you know 
that you can go back and get the rocket 
launcher from point B before going into 
the crowed section of water. Actually 


of an arena to another. 0oom had this 
feature too, but it'sjust as good in 
Quake - especially in the two playei^ 
death matches, where you can use tli^ . 
as escape routes. 






If they move, kill ’em 


Quake has demons, ghouls, samurais and possessed hounds. Among the ffr§t enemies youli see as a Quake marine are the hounds from hell, who run at you 
with hp intention of stopping. Normal (in the loose sense of the word) demon marines are armed .with an array of shotguns, both single and double barrelled. 
They quickly progress to throwing grenades however and are joined by their larger brothers, who wield chdinsaws as well as explosives. The samurai warriors are 
weak because a few normal shots can kill them but if their blade touches you, you're in deep trouble. Shoot them from a distance and if they ventufe towards 
you, run away. Quickly. The pink two-legged fiends ar^ as one passerby commented 'shaved giant chickens' or, according to the game, 'Fiends'. Indeed. 

The suspended ghosts or ghouls resemble floating bed sheets r tbey're difficult to spot at first and they're quiet They also shoot streams of yellow stuff which 
depletes energy at an alarming rate. Zombies need to be detpnated in order to die and their attack mode is perhaps the most grim of all - chunks of their own 
flesh are thrown at you with blood trailing. The best sound effect in the game accompanies this - a wet squelch which Will make must people cringe. 


T\ 
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3ay Wilbur and John Romero aeated id Software and after Wolfenstein 3D, produced 
Doom, which was released in 1993 as shareware on the PC. This meant that you 
could play a few levels but had to pay a fee if you wanted 
the whole game - try before you buy style. By 1994, 

Doom was a PC revolution and the sequel Doom 2: Thy 

Flesh Consumed spawned dozens of add-on packs and level V 

creators. Both the Megadrive, via the 32X, and the SNES ■ 

had versions of the game, as did Atari's Jaguar^John ||H ■ ^ 

Romero left id in 1997 to set up his own company. Ion V 

^oriR, to rnn^nffciitgQn the growing PC market. Doom 
\fi^s "partU^I'^^^sible for pushing the PC into the home 
as an ei^rtainment machine f 


substance - all very satisfying as a 
Goldeneye alternative, between sessions 
with Bond and Co. Not having a four 
player option is a downfall, but there 
isn't a radar as in Goldeneye , so there 
are far more opportunities for surprise 
attacks. The dark levels mean you can 
stand in the shadows hiding too. Speed 
is kept up to a brisk pace with detail 
retained - although the weapons seem 
less visible on a split screen. Basically, 
Quake fanatics who don't want to rack 
up a massive phone bill by playing 


players running around a dungeon may 
sound a bit superior to the N64 two 
player mode but, in reality, few people 
could link up their PCs on a regular 
basis. Ironically consoie-Quake is more 
'plug and play' than a computer version. 

The death match does offer a level 
of variation which is close to multiplayer 
Goldeneye, because of the structure of 
the levels. Lava pits and underwater 
tunnels mean you can shoot someone 
from a higher platform and watch them 
fall backwards into some flesh eating 


verdict 


Name. Quake 

Publisher: GT 

Developer Hiduiay/id Software 

Players 1 -2 

Released Rprll 

Game Type First Person Shooter 

Uersion UK 

Save Game Hemory Pak 

Rumble Pak Yes 


The Vs death match is a split screen 
affair as in Goldeneye but is really a bit 
dfsa|)pointing because about 20% of the 
screen is tak?n up with a stat panel 
showing kills or 'frags' and your energy. 
Seven main arenas are available for you 
and a friend to duel within. 

Quake on the PC was very much a 
multiplayer experience, either on office 
networks or across the Internet. Various 
clans could be forged between Net 
heads, and customisable levels and even 
monsters could be utilised. Having eight 


Enhancod over the 
PC original, but 


sound 


Hideous moans 
accompanied by 
atmospheric tunes 


playability 


Impressive, yet 
best appreciated by 
the expert 


using a modem 
will settle for this 
mode, but any 
avid Goldeneye 
players will soon 
find themselves 
wanting something a bit more. 

One player mode is still involving 
and is faithful to the original in that 
most of the PC levels are included, 
with some extra ones, which are N64 
specific. Overall, Quake is Quake - the 
classic climax of the Doom series and 
perhaps the darkest, most deliberately 
’ll see on the N64 for 


lastability 


Uery hard, even 
on the normal 
difficulty level 


overall 


grimy game you 
some time, yrlfi 
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One oP the Rnest PC management gamee hits Che IIBh, complete luith 
mater pipes, submage and hgdroelectric pomer plants. Hot onlg that, 
but nem Features have been added too. Read on... 



success of the Sim series proves this. 
The ability to manipulate your very own 
townsfolk, raise taxes, build roads and 
railways and even cause natural disasters 
gives the player an immense feeling 
of omnipotence. Sim City 2000 carries 
this experience further than ever before, 
allowing the player to alter almost every 
single tiny detail. 

From small 
beginnings... 



is about to experience a major disaster. 
Starting afresh is the obvious choice. 

The first thing that will grab your 
attention compared to the previous Sim 
games is the isometric,3-D layout. At 
the start you can design the landscape 



F or some reason, managing a 
city/tower/farm/earth/isle or 
even an ant colony seems to 
be a very appealing pastime 
to the average gamer and the 


From the moment you switch on, you 
know this is a quality title. To begin, 
you have a choice of starting a fresh 
city, resuming a saved game or trying 
your hand with a pre-built city which 


to be just how you want it. This is a 
good chance to visualise your city and 
set the hills and lakes as you like. A 
good idea is to flatten the whole map 
- with the four corners raised to steep 





As with previous Sim City titles, there are a number of natural (or not so natural) 
phenomena which may afflict your city: 










FIRE 

Somewhere in your city a fire 
has broken out. Unless fast 
appropriate action is taken, it 
■ will spread, ravaging everything 
in its path 

L 

FLOOD 

One of your rivers or lakes has burst 
its banks and is flooding your city. 

Unless appropriate action is 
taken it will continue to spread, 
decimating large areas at a time 

EARTHQUAKE 

Causes much destruction to all 
buildings (and makes huge bills 
mount up). There's nothing you 
can do to stop an earthquake. 

MONSTER 

A monster from a local film set 
has gone haywire and will 
trample your city. The only thing 
that will prevent this is a military 
base somewhere in your city 
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smooth faced mountains - then cover 
them with water. This makes it perfect 
for hydroelectric power plants. Lakes 
are also of vital importance, as they 
supply cheap water. 


option, such as using hydropower? (The 
downside being that it's more expensive 
and gives less power). In fact, as the 
years progress you will have up to nine 
different power sources to choose from. 


The attention to detail in Sim City 
2000 is amazing 


Once you've designed your landscape, 
you start building. First stop, a power 
plant. Almost everything you can build 
has choices, as is the case here: do 
you go for a coal power plant (cheap, 
good power output but high pollution) 
or do you choose a more eco-friendly 


This is a very strong part of the game 
- if you choose to start in the year 
1900, then you can only build what was 
generally available at the time, such as 
coal power stations and normal roads. 
However, as the years roll slowly by, 
advancements make new buildings and 



A Your friendly neighbourhood police station ouersees the tourn 

items available, such as nuclear power 
plants, cable-stayed bridges or subways. 

Once you have power it's time to 
get the people in. Your citizens will live 
in Residential zones, shop in Commercial 
zones and work in Industrial zones. 

When you start building these, you can 
choose the exact size of each of the 
zones, making it long and thin, squat 




One of your planes has crashed. If 
you're lucky, or built your airport 
away from the main city, you may 
be okay but if it crashes into your 
city, fires will spread 


Your people are not happy with your 
methods of governing and take to 
the streets. Crime rises, trade 
drops - as do land values. The nearer 
the police, the shorter the riot 










SHIPWRECK 

Similar to a plane crash, only 
it may cause flooding instead 
of fires 


PLANE CRASH 


RIOTS 



A fln example of the poor accessibility. Ulhat is happening 
here? Ule're in space... somehow. But why? 
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In previous Sim City games you had a straight choice between roads or 
railways. When you came to water, roads went over, railways went under. Now, 
you have different types of transport and many different types of bridges: 






ROADS 


RAILWAYS 


SUBWAYS 


BUS ROUTES 


and square; it's up to you. You can even 
choose between high or low density 
occupation. You can get more people 
into a high density area but the land 
value lowers and you get more crime 
- as is the secret of all Sim games, it's 
always a juggling act to try and get the 
balance just right. 

However, people don't just move in 
willy-nilly. They need power lines and 
a road or railway within five squares of 
them, so a bit of forward planning is 
called for. It's no good just building a 
massive patch of housing 20 by 20 and 
having a road around the edge! 


.-4 


9-mi 





A fl louely tourn, grouring vuell. Demand foi houses is good, with plenty of water 
and roads - it's looking rosy! 


On previous Sim games, this was 
about the level of management you had 
to deal with but in Sim City 2000 you're 
in charge of many other things, and 
that includes your residents' sewage! A 
separate map reveals the underground: 
this shows the subways you've built 
and more importantly, the water pipe 
network. After constructing some water 


are, say, frequenting your library, or 
how many arrests the police in each 
of your police stations have made. All 
of this gives you a precise feel for the 
overall layout of your city. 

The graphics, although small, are 
very clear and hardly ever confusing. 
Even the smallest of sprites used are 
amazingly well-formed. A new touch for 


You can actually go to your casino 
and gamble with the town’s money 


pumps on the lakes, or sanitation tanks 
along the coastline, you have to run 
main water pipes under zones, so the 
residents will have clean running water. 
This is shown by animated water running 
along the pipes. 

The attention to detail in Sim City 
2000 is quite amazing. At the touch 
of a button you can not only tell how 
much power your plants are producing 
and how long they have left to live, 
you can also find out how many people 


the N64 version is that after you've 
been in charge of your city for several 
years and have built up a population 
of over 30,000, your citizens will go 
and colonise Mars! Your whole city also 
takes on a completely new look, with 
every building having new graphics. 

Sim City 2000's speed is adjustable, 
which is very handy at the beginning of 
a new game or when disasters happen, 
as the ability to slow things down and 
take a rational look at your city is vital. 



A Another gratuitous shot of the inaccessibility of Sim Citif2000. What 
on earth is going on here? Answers on a postcard... 
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A From knouiledge of the PC version, the text here means: capacity, takings and the 
team*^s luin/lose record. Too bad you can't name your team! 


Every building has a defined lifespan 
and unless you demolish and rebuild 
when necessary, your buildings will 
start to collapse, making bad press for 
your city. What's worse is that if you 
fail to demolish and rebuild nuclear 
power plants you'll end up experiencing 
a nuclear meltdown and that not only 
means deadly nuclear radiation, fires and 
general mess, but most of your homes 
will be without power too! 

Rising 

standards? 

In Sim City 2000, in addition to the bog 
standard schools, you can also build 
colleges and universities. These are 
vital in raising the average IQ of your 
population, which in turn contributes 
to your overall game score. Also, the 
smarter your people are, the faster you 
can invent new things. Additionally, 
you no longer have just basic police 


and fire stations - instead you can now 
build Headquarters for each, which cost 
more to construct but offer a larger 
radius of control 

The budget screen is where you get 
to make and spend the town's money. 
In this version it now includes advisors, 
who will tell you what each of their 
departments needs. You can also try to 
encourage certain types of business by 
lowering taxes for that field - thus 
eliminating the ones you don't want. 
This can help lower pollution and bring 
more light industries, such as computer 
manufacture and electronics to your city. 

Another good touch is that you can 
choose to allow or ban 24 different 
things, each of which have pros and 
cons. These include city beautification, 
having an annual carnival and keeping 
a nuclear-free city - all of which will 
increase your city's popularity and thus 
your population. The downside is that 
they cost a lot to maintain... You could 
go the other way and legalise gambling. 






implement parking meters and increase 
taxes, all of which make you unpopular 
and increase crime, but will bring you 
in a lot of money. 

Another new feature for this version 
is that once you legalise gambling, you 
can actually go to a casino and gamble 
yourself. This is a great way of earning 
extra cash - but is it really ethical to 
gamble with the town's money? As with 
everything in Sim City 2000, it's down 
to you! 

Personal pride 

When your population manages to reach 
a certain figure, you get a newsflash 
telling you (we presume) that your 
people respect what you've done for 
them and want to build something in 
your honour. For 10,000 people you 
get a proper Mayor's house. You can 
choose where you build it and even 
this small thing greatly affects your 
city: do you build it close to areas 
where the people live, thus making for 
good public relations, or do you prefer 
to build it away from the plebs and 
surround it with trees and lakes? At 
20,000 you get given a town hall but 
30,000 is the most ego-boosting of the 
lot, as your citizens build a statue of 
your good self in your honour. If you 
fancy an ego trip, why not make a big 
lake, with the statue raised up in the 
middle. Then again, this may not look 
so great to your citizens, so perhaps 
having it in a park might be preferable! 

Overall, Sim City 2000 is a quality 
title - make no mistake about it - but 
unfortunately most of the subtleties 
are lost because of the Japanese text. 
I've been playing the PC version for over 
a year now and I still got lost on this 
version because of the language barrier. 
Watch out for the full UK review later 
this year.i^* 
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Hurrah its another racing game From the Land oP the Rising Sun. 
Is this the one ljb’vb ali been ujaiting For or ujili it be get another 
disappointment'For racing Fans? 



A The detailing on the attempts 

uehicles looks excellent H recently to make the ultimate 

H racing game for the N64. If 
I you fancy a bit of Formula One 
H racing there's always FI Pole 
Position 64 or if you're up for a bit of 
rallying, you can always turn to your 
trusty copy of Top Gear Rally. However, 
whether you're cruisin' through San 



Francisco or trying to hang on for dear 
life in Extreme G, so far there's been one 
common denominator that runs through 
pretty much every single one of the 
N64's racing games. 

Aside from the, shall we say, 'cute' 
racing games, such as Mario Kart 64 and 
Diddy Kong Racing, all the others have 
been slightly below par - if not merely 
awful - and there are no real gems to 
satisfy that longing to shave another 
extra tenth of a second off your best 
lap time. 

Somebody at Locomotive in Japan 
has realised this too and has decided 



to act on it. The product of these initial 
realisations is Aero Gauge, the latest 
contender for best racing game on the 
N64. It'd be nice to think that for once 
the outcome would be favourable... 

It’s a lot 
more bower 
uiith a hover 


I want to take you back a little now... 
Consider once more the current crop of 
racing games available for your trusty 


Unlike other hovercraft racing games, Aero Gauge allows 
the player much more freedom of movement — you don’t so 
much as hover as fly around the whole of the screen 
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console - what's missing? Yes, that's 
right, a futuristic racing game. Some 
might argue this area has been covered 
by Extreme G but surely that was just 
a souped-up bike game with weapons, 
which just happened to be set in the 
future. Of course, it was a pretty good 
attempt but it's certainly not a great 
racing game: the tracks are just far too 
narrow and the frenetic gameplay simply 
doesn't work as well as it could - after 
long term play it's ultimately pretty 
dissatisfying. What N64 owners really 
want is something that can rival Wipeout 
2097 - and why not? After all, it is a 
classic, combining all the speed you 
could ever need with some Mario Kart- 
style weapons-based fun. Doubtless, 
Locomotive agreed and decided that they 
could redress the imbalance by filling 
the Wipeout-shaped hole in the N64's 
repertoire of top titles. 

So, once more we are rapidly thrust 
into the future, which is a good thing 
as you don't see too many flying cars 
around the high street. What we find 
there, according to Aero Gauge, is a 
strange cross-pollination of ideas, drawn 




from the futuristic cars of Mad-Max and 
Back to The Future, with a smattering 
of Manga for good measure. All of this 
is presented in what could be called 
an intro, but if an intro is supposed 
to engender the excitement of a game 
then Aero Gauge's effort totally fails to 
deliver. What we see is a jerky, roughly 
hewn series of animations that are, 
apparently, going to attract people's 
interest. I don't think many of you out 
there would be impressed... 

Fortunately the menu screen is far 
more promising - all the racing options 
you could ever wish for are there, with 
a Grand Prix mode. Time Attack mode 
and Vs mode for two player action, all 
presented in a bright and colourful way, 
that's somewhat reminiscent of the film 
Blade Runner. 

Whichever option you decide, you're 
then faced with yet another series of 
choices, the first being which craft you 
wish to race in. There are five different 
vehicles on offer, all of which have their 
own different strengths and weaknesses 
- speed over shield strength and the 
like - pretty standard stuff. The craft 




▲ Tufo-player mayhem, nice! 


themselves are very varied in shape 
and look something like a weird and 
wonderful mixture of boat, car, truck 
and hovercraft. It has to be said that 
the craft and all the information given 
about them does look pretty cool, with 
lots of icons and symbols helping to 
create a futuristic feel. 

If you've chosen Grand Prix mode, 
you're automatically sent straight to 
the first track, which is an open, almost 
cross-country setting. In the other 
modes you can choose to race on one 
of three other tracks, the first being 
a night-time metropolis, where you 
can almost see a number of replicants 
running around (where's Deckard when 
you need him?). 

There's also a city landscape, which 
is filled with what I suppose are meant 
to be the highways of the future. My 
personal favourite is the track that's 
set around a beach and a group of 
nearby islands, where at one point 
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you race in tunnels that are underwater. 
The tracks, such as they are, are far 
more varied than either of the Wipeout 
games, and the fact that there are open 
air parts in each is pretty impressive, 
to say the least. 

Aero Gauge also allows the player 
much more freedom of movement than 
in any other hovercraft racers - you 
don't so much hover, as fly over the 
whole of the screen. The level design 




▲ UJhdt's that red stuff? flnsiuers on a postcard to T64 




makes much use of this slight freedom, 
making the player fly up, under and 
around the screen to avoid obstacles 
or get an advantage, so the races are 
not just about turning corners. The 
result is a much more intense form of 


racing, especially as some of the tracks 
have different routes to follow and 
obstacles to negotiate. 

The Future’s 
bright; the 
Future's racing 

When you actually start to play Aero 
Gauge though, the first thing you'll 
notice about the game itself are the 
rather blocky graphics. They're pretty 
colourful but basic and lack variety - 
the first track on the Grand Prix stage 
is so awful looking that many seasoned 
gamesplayers would be appalled at 
what are some of the worst graphics 
I've witnessed on the N64. 

As if that wasn't bad enough, the 
redraw distance of these graphics is 
ludicrously close. There is some kind of 
half-hearted attempt to cover up this 




A Tunnel action! 


with a small amount of misting but its 
success is limited, especially when whole 
cliff-faces suddenly appear, as if from 
nowhere - it's all far too sloppy and 
badly conceived. 

Accompanying the graphics is music 
that - if you had the memory span of 
a goldfish (i.e. seven seconds) - would 
seem very interesting and not at all 
repetitive. For the rest of us this is 
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, fl lane urhere you can repair damage - where did they get that idea from? 


the aural equivalent of tooth extraction. 
The tunes are bland and monotonous 
and before long the din sinks into the 
brain and literally sucks out your interest 
in life (well, almost). It's simply awful, 
dreadful even - if they ever released a 
CD of the noise from this game, it'd 
make a good purchase, as something 
to play at the end of a party to make 
everyone leave 

It's not all bad news though; the 
compensation for the poor graphics 


I told you about the unusual freedom of 
movement and how it was really good? 
I lied, it sucks. It's great in theory but 
in practice the thing is just so hard to 
control and the game so speedy, that you 
spend half your time frantically trying 
to steer the ship you're racing and the 
other half trying to face the direction 
you're supposed to be going in. This is 
all very well in two player Vs Mode, as 
you're both having the same problem 
and it's a laugh but when you're racing 


Aero Gauge and most of the potential 
excitement still seems to be eluding 
me. The fact is that this game is too 
hard - quite simply there's no learning 
curve whatsoever. It's as tough as a 
really, really tough thing and that's 
not just because it's in a new racing 
environment either. No, Aero Gouge is 
just ridiculously difficult and therefore 
very, very dull. 

If the graphics and sound were any 
better then you might persist with the 
game but as they're both foul too, why 
bother? The answer is don't. If this is 
supposed to be a Wipeout clone, then 
it's as close to being Wipeout as I am 
to being an astronaut. If Aero Gauge 


The game runs at a cracking pace, positively flies, so to 
speak. There is no other game on the N6h- that has the 
pace of Aero Gauge - it’s almost breathtaking 


and music is speed. The game runs at 
a cracking pace; positively flies, so to 
speak. There's no other game on the 
N64 that has the pace of Aero Gouge 
- it's almost breathtaking. 

That's enough of the good news, 
now for the gameplay. Remember that 


against the game's AI, you'll have no 
chance. It all becomes so frustrating 
that, given time, you'll decide pulling 
out your toenails is a better option than 
playing Aero Gouge. 

This may seem overly harsh but I've 
spent a number of days trying to play 


is trying to emulate Psygnosis' classic 
then where are the weapons? At least 
if there were some means of attack or 
defence, you'd have the chance (if you 
ever finally caught up with someone) 
to blow them up or lay some aerial 
mines to stop the little blighters from 
lapping you. 

This is possibly one of the most 
frustrating games that I've ever come 
across. It did have the potential to 
be great but annoyingly it seems ill- 
conceived and perhaps even rushed. 
What's missing from Aero Gauge is good 
old-fashioned gameplay - it's possible 
something good is lurking underneath 
all the frustration you have to put up 
with, but I couldn't find it. 

The bottom line is this: play this 
game, a lot, before you even consider 
parting with that hard-earned cash, 
because Wipeout 64 may just be on its 
way - and that will definitely be worth 
waiting for. <fLr» 
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Only one baeketball gama available For tbe HBk? Hot any more — 
tblB iB tbe PirBt oP a trudcload oP yamea baBed around our PriendB 
Prom the IIBH. Tbe queotion Ib, can thlB game improve upon tbe 
ever-BO'^Blightly annoying tlBH Hangtime!^ 


asketbaU is truly our American 
cousins' national sport - they 
seem to live and breathe the 
game. Its top stars, such as 
Michael Jordan and Dennis 
are paid quite unfeasibly large 
sums of cash to slam dunk their way 
to the NBA finals. However, in good ol' 
Blighty this is not the case - basketball 
has always been a lesser sport, on a 
par in the popularity stakes with, say. 



indoor bowls. We prefer football: it's 
imbued into our national psyche, most 
of us are comfortable with its rules and 
its players. This is one of the reasons 
why there've always been many football 
titles available for the home console 
user and why these releases have always 
been very successful. 

Despite regular television coverage 
and the availability of numerous trainers 
- which come with a slogan informing 


Those of you who’ve actually watched the odd NBA 
match on the television, will know that it’s an 
incredibly fast paced, adrenaline pumping sport, 
that has the potential to make an equally exciting 
game for console users on both sides of the Atlantic 


us that we really ought to get out there 
and give it a go -the subtle intricacy 
(and more importantly, the excitement) 
of basketball has failed to make the 
journey across the Atlantic. Even the late 
night television coverage of the games 
and the film NBA Jam have largely gone 
unnoticed - it can be said that Britain 
has totally failed to be converted and 
that there's little room for any game 
that doesn't involve kicking a ball into 
the back of a net. So, the simple joy of 
basketball remains relatively unknown 
to the vast majority of us, who may well 
believe that the Chicago Bulls are a herd 
of cattle whose responsibility is keeping 
Americans supplied with burgers. 

However, surprisingly there have 
been numerous basketball games that 



Very similar to camera 1. It's 
just further away. 8/10 


Forget it - looks interesting but 
is essentially unplayable. 4/10 


The same, only from the other 
L L end. 4/10 


iThe best all-rounder, accept 
- no substitutes. 10/10 


Not too bad, but when the action 
is at the other side of the court, 

, things can get tricky. 6/10 
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A See that blue arroui? That's you that is 


have made an appearance on alL of the 
major games consoles, thanks in part 
to the sizable American market but also 
because of the essential nature of the 
game. Those of you who have actually 
watched the odd NBA match on the 
television, will know that basketball's 
an incredibly fast paced, adrenaline 
pumping sport, that has the potential 
to make an equally exciting game for 
gamers on both sides of the Atlantic. 

This being the case, it does seem 
somewhat odd that we Nintendo 64 


owners have so far had precious few 
basketball games to choose from - well, 
to be precise, there's been just the 
one actually, the rather lacklustre NBA 
Hangtime. Fortunately for us, the New 
Year heralds a whole spate of basketball 
games, with at least another three new 
basketball titles on the way. NBA Pro 
'98 is the first of these to reach our 
shores - the question is, will Konami's 
more simulation-based game finally 
give the N64 the basketball game it 
truly deserves? 



A Building your ouin giant-size team is cool! 





imriun 


A Some interesting stats - not! 

Hoop dreaois 




NBA Pro '98 does start off promisingly 
enough, with the now standard but 
still effective images of basketballers, 
performing the kind of gravity defying 
leaps that make the stars of the NBA 
as famous and well paid as they are. 
However, after that you're faced with a 
rather uninspiring looking menu screen, 
accompanied by somewhat repetitive 
music - which becomes increasingly 
irritating and does little to suggest the 
potential excitement the game might 
yet offer. 

From here you can choose from more 
options and statistics than you could 
shake several sticks at. After all, what 
basketball game would be complete 
without a mountain of facts and figures, 
relating to all 29 NBA teams and all of 
their players? Perfect for the basketball 
anorak. Unfortunately, the information 
is presented in a rather functional, even 
dull way (is there an exciting means 
of displaying statistics?). There's even 



A It usually ends in this! 




’ Camera 9 but from your 
opponent's perspective. 2/10 


Follow the game behind the 
back of your players. Far too 
jerky, makes you feel ill. 2/10 


A bit like camera three, only 
not the same. 7/10 J ^ 


Er... Deja vu methinks. A bit 
like camera 6, only further 
’ ’ " back. 6/10 . - • 


Overhead camera - all the 
players look like stick men. 
6/10 
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a schedule that Lets you know when and 
where your favourite NBA team are 
playing throughout the '97-98 season, 
should you feel like hopping on the next 
flight to America to see your favourite 
team at play. ALL of these options are 
superfluous to the actual game itself 
but nonetheless show a commitment 
and enthusiasm for the sport, which, 

I suppose, is no bad thing. 

Of course, it's really the game, not 
the statistics, that matters and with NBA 
Pro '98 Konami have definitely gone to 
great lengths to try to offer the players 
everything they could possibly want 


position onto a game pak and return to 
it at a later point. 

Once you've decided which team you 
wish to play as, you face a further bevy 
of options, such as trading your players 
between other teams or signing on Free 
Agents. You can even edit your own 
team, altering height, weight, facial 
appearance and skin colour. This option 
also allows you to alter the players' 
attributes - such as their ability to 
score three-pointers, their ball control, 
speed, power and blocking ability. 

Obviously this affects the way in 
which they play on court but to be 


Obviously, the nature of basketball rather dictates 
the nature of the gameplay. As you probably know, 
basketball is fundamentally about attacking and 
scoring - therein lies the whole thrill of the sport 



from a basketball title. Virtually every 
single thing is definable - you can 
choose to play an exhibition match or 
work your way through the play-offs, 
where you get the chance to take your 
favourite team (from a choice of all of 
the 29 NBA teams and you can also 
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choose the Eastern or Western all-star 
teams) right the way through to the 
NBA Finals. Fortunately you don't have 
to play all 82 matches - you can play 
almost as many or as few as you wish 
and mercifully you also can save your 



honest though, this is really more of a 
novelty option, which tends, by and 
large, to be used to form the silliest 
possible team. Here at Total 64 we re¬ 
designed the Chicago Bulls team, turning 
them all into the world's most skillful 
midget basketball team - somewhat 
hilarious, especially when playing 
against other teams who were, in the 
main, a great deal taller. 

Rather than being plain unnecessary 
though, these options add a greater 
sense of depth and Lastability to the 



game. If you do choose to buy NBA 
Pro '98, you'll have a game that could 
potentially keep you busy for a very 
Long time. 

Another option that should provide 
further longevity is multiplayer mode, 
which allows you and up to three of 
your mates to play, either taking on the 
might of an NBA team of your choice 
as a foursome, or playing against each 
other for a grudge match. Multiplayer 
modes always add a further Level of 
excitement to a game, even when it's 
been sat in your collection for quite 
some time, and are a welcome addition 
to any sporting title. 

Despite Konami's attention to detail 
in both the stats and the options that 
NBA Pro '98 offers, the game itself seems 
to lack the graphical finesse we've come 
to expect from the best N64 titles. The 
visuals seem fairly poor and thanks to 
the N64's graphical hardware 'special 
enhancements', both court and players 
seem ill-defined and even blurred. NBA 
Hangtime, which despite being somewhat 
cartoon-like, at Least Looked visually 
crisp and sharp, looked much better - 
which is a great pity. However, on the 
plus side, the reflections of the lights 
on the floor and the players are pretty 
impressive. On the whole though, NBA 
Pro '98 looks pretty dull and rather 
uninteresting and compares very badly 
visually to say. Total NBA '97 on the 
PlayStation - which quite frankly is 
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not good enough. The N64 deserves 
better and should not be humbled by 
software titles from a lesser machine. 

Bqueaky shoes 

The second most important aspect of 
any sports-sim, which adds depth to its 
gaming experience, is the use of sound 
effects. In a basketball game it's the 
sound of the crowd, the squeaky trainers 
and the full-on American commentary 
that give the gamesplayer a sense of 
realism. Sadly NBA Pro '98 largely fails 
to deliver what's expected of it. The 
cheering crowd effects are actually quite 
convincing, with all the suitable roars 
and whistles in all the right places and 
the players' trainers have an audible 
squeakiness which is splendid. The 
commentary, unfortunately, is pretty 
uninspiring and becomes increasingly 
repetitive. This is always a potential 
problem for any sports-sim, but here it's 
particularly apparent - hearing the same 
old phrases being repeated constantly, 
throughout each and every game quarter, 
becomes tiresome very quickly. 

Of course, great graphics and sound 
are merely the initial factors that attract 
a player's attention but it's the quality 
of gameplay that affects the lifespan of 
a game - as the market for retro-games 
shows. Even if a game does fall short in 
both of these departments, then all may 
not be lost. Obviously, the nature of 
basketball rather dictates the nature of 
the gameplay. As you probably know, 
basketball is fundamentally all about 
attacking and scoring - therein lies the 
whole thrill of the sport. Consequently 
this means that when developers convert 
basketball to any games format, this is 
the side of the game that is emphasised. 


so there are far more attacking moves 
than defensive. Within the game there 
are plenty of moves - such as power 
dribble and fake pass - to foil your way 
through to the basket. 

When you get the opportunity to 
score there's also an equally impressive 
array of scoring moves and dunks, which 
help convey the spirit of the real game. 
However, with such a host of attacking 
moves, when you actually play the game 
all you seem to do is run up court to try 
and score, then run back down court 
to try and (usually fail to) defend your 
basket, using just a couple of defensive 
moves. Occasionally this repetitive cycle 
is altered slightly, when the ball is stolen 
or a basket is not scored. However, you 
never really feel that you are in control 
of the game, and the speed of play (and 
the fact that it is relatively easy to pass 
the basketball from one end of the court 
to the other with ease) means that the 
player you're in control of can be left 
behind at one end of the court, as play 
has rushed off to the other. This can get 
a tad frustrating, as you try to get back 
into the game and all that you can see 
of your player is a large blue arrow, 
pointing to your off-screen character. 

This highlights the game's biggest 
flaw, which tragically is its gameplay. 
Basketball is meant to be fast paced and 
you do indeed lose track of the ball 
in the game, but only because of the 
players' ability to pass the ball over long 
distances. When playing you never feel 
that the game's running at a particularly 
high speed - despite assurances from 
Konami that the speed would be much 
increased from the earlier, incomplete 
version that we tested, it is simply slow 
and somewhat sedate. This is ultimately 
why the game fails to satisfactorily 




Basketball Sim 


Game Type: 
Version; 
Saue Game: 
Humble Pak: 


Nothing special 


queakiness, plus 
toying commentary 


•layabilit 


bty of dunks but it 
all becomes a 
bit predictable 


lastabillt^ 


tads of options but 
pthing to keep you 
I atitforeuer 


for 


satiate the N64 market's need 
decent basketball game. 

Slam dunked 


NBA Pro '98 could have been a great 
basketball title - the wealth of options 
will be a dream come true for any big 
time basketball fan. However, the game 
is hampered, ironically, by the fact that 
it's based on a sport that's not so highly 
regarded in this country. The lack of 
defensive moves means that the game 
seems more like a race to each basket 
and back again, than a true sports game 
involving skill and timing. Of course, you 
have the chance to learn as many of the 
scoring moves as possible, but as far as 
I'm concerned a basket is a basket - 
regardless of how impressive it looks. I 
reckon that for the game of basketball to 
ever win over the soccer-fixated ranks 
of British N64 owners, it'll take a truly 
stunning piece of software. The only 
way to capture the imagination of N64 
owners is to create a basketball game 
that combines truly awesome graphics, 
sound and gameplay, with a game that 
truly reflects the excitement of the sport. 

Frustratingly, NBA Pro '95 just seems 
to fall short of being that great game; 
there's certainly much to recommend it, 
and in a straight fight between NBA 
Hangtime and NBA Pro '98, I would 
certainly choose the latter. Konami have 
pulled the stops out to give you the 
most complete basketball game available 
on any format but to be honest. I'd 
find it hard to fully recommend this 
title to anyone but the most ardent 
lover of basketball. 

Still, with those other basketball 
games on the way throughout the year, 
you can be sure that when the N64 
receives that truly awesome basketball 
game, we at Total 64 will be the first 
to let you know, 
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Art oF HglHIng Tui 


Rather than doing the uaual tiuo revieuB, Bince thBBB are tiun 
tuanderPully JapaneBB bBat'^’Bm''UpB iub thought ujB'd do a Btraight 
compariBon oP them... 



A "Look at my chest!" says the Ultimate Ulariior clone. "Impiessive!" 
says multicoloured Michelin man. 




First 

ImprEssions 

The first thing you notice when you 
turn Art Of Fighting Twin on, is that 
you have three different game styles. 
After choosing your preferred one, you 
then get eight options to choose from. 
These include Standard, Vs, Practise, 
Survival, Team Battle and a couple 
more that we couldn't make any sense 
of, due to the Japanese text. On first 
play, the game does appear very bland, 
with just your basic punch, punch, 
punch combos. 

I must admit that, on first play, I 
preferred Dual Heroes, simply because 
of the ease of the combos, but there 
weren't as many options on offer as in 
Art Of Fighting Twin - and just seeing 


a straight list of Japanese text was a 
bit daunting. On Art Of Fighting Twin 
each option had pictures accompanying 
the text, so you got a rough idea as 
to what you were selecting. Now on 
to some closer inspection... 

Graphics 

Let's start off with Art of Fighting Twin 
which boasts three different game styles; 
kids, normal and 3D. All of the graphics 
are very... well, very Japanese. They 
do look gorgeous and the explosions of 
contact are most reminiscent of those 
in the PlayStation game. Bloody Roar. 
The characters move very well too and 
there's something strangely addictive 
about all three styles of play. A nice 
touch is that whenever you pull off a 
super move, the background darkens 
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and the game momentarily pauses, a La 
Street Fighter Alpha 2. I personally like 
this, but many gamers will not. 



and Mighty Morphing Power Rangers 
- not too pleasant. The animation is 
shoddy, and often there's far too much 


Lots of combos...a plethora of 
juggles...everything a good 
beat-’em-up should have 



Dual Heroes looks more like a cross 
between Toshinden on the PlayStation 


going on to really get any sort of tactics 
going. Sadly this is another case of a 
game concentrating far too much on 
looking flash and futuristic and nowhere 
near enough on gameplay. There are 
some nice touches, such as the invisible 
walls that start to flash with electricity 
whenever a combatant is flung into 
them, but on the whole it's very difficult 
to have a decent battle - especially 




when the computer opponent somehow 
manages to pull off all manner of weird 
and wonderful combos, even on the 
easiest setting. 


Sound 


AOFT doesn't offer anything new in this 
field, just the usual grunts and groans 
of pain whenever one of the characters 
gets clobbered and the typical Japanese 
style background music and speech - 
nothing special. 


A In BudlHeroes\iou can actually turn around and run away. Handy! 
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Name; Ait of Fighting Twin 
Publishei: Culture Biain 


Game Tgpe; 
Ueision; 
Save Game: 
Rumble Pak: 


uariation from 
game to game 


[The usual crisp 
iwacks and cracks 


layabilit 


W« 


Dual Heroes is supposedly set in a 
gladiatorial arena and as such, not only 
are there the usual screams of pain but 
also a very, VERY annoying constant 
background crowd cheer. This may well 
appeal to some players - but since it 
doesn't vary according to what's actually 
happening it seems very simplistic and 
very false. 

The important 
parts 

Gameplay 

AOFT scores very highly on this count. 
All three modes are very playable and 
responsive. The game uses six buttons 


A The practice mode. Notice the square at the bottom; this shours you which way 
the control stick is moving. Nice idea - shame you can't use the d-pad at all 


and you can use either the D-pad or the 
analogue stick. The buttons are punch, 
kick, special, super, block and sidestep. 
The special button does different moves 
depending on which way you're holding 
the pad when you press it. 

There are lots of combos to find, a 
plethora of juggles, and everything a 
good beat-'em-up should have. AOFT 
also features a Tekken 3 style sidestep 


- useful for getting out of those tight 
situations. This game even has reversals 
and super reversals, called super defense. 
Each of the three games has different 
moves and different tactics have to be 
adopted for each one. The only things 
I could find missing are multiparts, but 
they may be hidden in there somewhere. 
On the strength of this, I would say that 
AOFT actually has the best gameplay of 
any beat-'em-up on the N64. 

After the Lord Mayor's show, as the 
saying goes, comes the dustcart. Yes, 
Dual Heroes' gameplay is very poor. As 
I mentioned earlier, there's too many 
flashing lights and bright colours, not 
enough subtly or tact. Okay, it may 
have a fairly decent combo system and 
counter, similar to that in Street Fighter 
EX but there's definitely far less skill 
needed to do them than in AOFT. No 
multiparts, reversals or supers - this 
game is definitely lacking in almost 
every area. The only thing in its favour 
is the seemingly complete freedom of 
movement. Well, within the confines of 
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verdict 


Duel Heroes 
Hudson Soft 


Bright, blurred 
and colourful 


ideous soundtrack 
ind crouid cheers 


•layabilit 


r 




Total 64’s beat-’ 

em up chart 


There are several things that 

we believe 

a beat-'em-up should have. 


Here's a chart comparing the two games: 


FEATURE 

AOFT 

DUAL HEROES 


No. of characters 

8 

8 


Special moves 

Yes 

Yes 


Super moves 

Yes 

No 


Reversals 

Yes 

No 


Counters 

Yes 

Yes 


Juggles 

Yes 

Yes 


Combo counter 

No 

Yes 


Tenstrings 

No 

No 


Multiparts 

No 

No 


Sidesteps 

Yes 

Yes 


Practise mode 

Yes 

Yes 


All moves given 

Yes 

No 

j 


the ring obviously. You can turn around 
and run away from your opponent if 
you so wish. This wont win you fight, 
but it's nice to know it's there, just in 
case you need it. 


between someone who's been studying 
it for a year and a complete novice. 
Then at the other end of the spectrum 
you have the Tekken series - these 
games involve careful practice, as the 


Art of Fighting Twin is the closest 
game the N64 has to Tekken 2 


One of the worst parts of Dual Heroes 
is that you can only use the analogue 
stick, which is very clumsy when you're 
trying for some nice juggles. 

Fighting Style 

Every fighting game has a style. Some 
are manic button bashing games like 
the Virtua Fighter series, where special 
combos are performed by pressing the 
same button three times. In this sort 
of game anyone stands a chance, and 
you often can't really tell the difference 


combos take time to perfect. Additionally 
gameplayers in this category can be 
clearly defined into several different 
kinds, ranging from your basic button 
bashers - who just jam all the buttons 
as fast as they can - right the way up 
to grandmasters, who compete in world 
championships and against whom any 
normal mortal will never win. 

This really is a case of comparing 
two completely different approaches 
to a beat-'em-up. AOFT uses the Tekken- 
style of fighting, with the emphasis 
being put on carefully constructed 


combos and the clever use of super 
moves, and blocking is of the utmost 
importance. Dual Heroes, on the other 
hand, is definitely more of a 'whack 
your buttons and hope you hit your 
opponent before they hit you' kind of 
game - reminiscent of Virtua Fighter. 
It's even possible to do upwards of an 
18-hit combo, just by pressing punch 
repeatedly! Very lame. I really can't 
see any serious beat-'em-up fan taking 
to this game. 


Accessibility 

Since both games are Japanese, we 
obviously can't find everything the 
game has to offer, but even here Dual 
Heroes loses out. There are stacks more 
options and game modes in AOFT, all 
of which which are, for the most part, 
fairly easy to work out. At least you 
can figure out all the moves and skills 
from this game, as the Practise mode 
gives them all to you. 

Dual Heroes doesn't offer this sadly, 
so unless you have a move list from 
somewhere, you're going to struggle. 
It does, however, give you a strange 
robot to practice against, but as all 
the text relating to it is in Japanese, 
we couldn't figure out what the point 
of it was. 

Lastability 

With three different game styles, tons 
of modes including Team Battle, Story, 
Survival and all the other usual modes, 
including a very useful Practise mode, 
AOFT will surely last you a very long 
while - and it's even better in Vs mode. 
Sadly the same cannot be said for Dual 
Heroes. It's very lacklustre and you'll 
hardly feel like practicing for hours to 
hone your skills, or try for the highest 
combo you can. The only time this will 
be good is after several pints of lager, 
or if you fancy a good button bashing 
session with your mates. 


h concfcistan... 


These two games really represent both 
ends of the N64 beat-'em-up scale. 
AOFT is the closest game the N64 has 
to Tekken 2 and is the finest fighting 
game on the N64. Dual Heroes is dire, 
plain and simple. 
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you need never make a 
purchasing mistake againi 
This is it, gour indispensahie 
guide to everg ilintendo game 
ever reieased 


Bomberman BM 

- - The idea of Bomberman appearing on the H64 was almost too much to bear. My memories 
of the little tyke go way back to the year M2, when I persuaded a certain Justin Caluert 
Q A ^1 mm M ^ II B [as he was known back then) to buy a game called for his Amiga. It was a 

11 U iJ W ■ the hours we spent blowing the lining daylights out of each other don't bear 

thinking about. So when Bomberman 64 came into the office I was expecting great things. 
But no, it wasn't to be. By changing an unbeatable formula, Hudson have upset the 
balance of Bomberman by transporting him into a 3B world. 


Bk Oozumo 

With sumo wrestling being so massiuely popular in the Far East, it was only a matter 
of time before a game featuring this strange sport appeared on the Nintendo 64. Those 
of you who are into sumo and can read Japanese will probably find 64 good 
fun, but the majority of the English gameplaying public, myself included, will find it 
goes way ouer their heads, quickly falling into the 'quirky Japanese game' category. 


IBBUE 12 BCQRE 


3B% 


Reronghters Rssault 


I was always a fan of Bfterburner\n the acracdes, so I was as excited as the next man 
when this arrived in the office. The thought of chasing enemies up into the stratosphere 
filled me with joy. How wrong I was, I was not prepared for the sad, sad, gaming 
experience that was about to come. The planes look shabby, the backgrounds look 
bland and boring - it's so very slow and instead of being fun, it was dull. I had hoped 
for so much more, especially on a console that's the most powerful on the planet. 
Take heed of these words - buy this and you will have no friends! 


IBBUE ELEVEU BCORE 


^ 2 % 


Rutombbili Lamborghini 


ISSUE ELEVEU SCORE 


72% 


Biast Corpe 



I was a little dubious about this title as I looked at the box, but after playing it for the 
short while I allowed myself before going back to more mundane work, I was desperate 
to play it again. Some of the early levels are very simple and involve little more than 
crashing into buildings to knock them down, but later on the levels get a lot harder 
and really get you thinking, as you try to solve the puzzles before your time runs out. I 
would compare this game favourably to Pilot Wings, as both games are similar in 
iconcept- but Blast Corps has the edge, with a lot more action, tricky puzzle 

solving and excellent explosions! 


IBBUE THREE BCORE 


IBBUE nillE BCURE 


7B% 


Chameleon Tiuist 

The idea behind Chameleon Twist is actually quite clever - use your tongue to lick and 
spit your way through the levels. The trouble is that there just isn't enough to this game 
to warrant a purchase. The six levels are reminiscent of Mario 64. except that they are 
completely linear and lack any of Mario's excellent graphics, intuitive puzzles and 
games. Don't even consider buying this game - if you do you'll be sorely disappointed. 


IBBUE ELEVEU BCORE 


B1% 


Cruie'n USB 

lllhat on earth is this? Have I slipped through a time warp? Am I back in the late IQBOs? 
Ilf ell, playing this I certainly could be - pretty scary! 

I'm playing a bad version of Outrun on a 64'bit machine. Come on, who in their right 
mind would waste their cash on this when they could play Rage Racer un the PlayStation? 
This game is just a perfect conversion of a crap arcade game - so exactly what is the 
point? Cruis'n USRis sluggish, all the graphics are totally dire and - worst of all - the 
playability is thinner than a matchstick on a diet - very poor indeed. Avoid it! 


IBBUE DUE BCORE 


SS% 


I Hot another N64 racer! It seems like the only games we get these days involve driving 
' round and round a track, in as quick a time as possible. Is this what your H64 was 
designed for? I think not. Anyway, Rutomebili Lamborghini is not that bad a game 
and if you're a fan of this genre you'll enjoy its slick graphics, realistic feel and well 
designed tracks. If you're not, then steer well clear. 


Bark RiFt 

Although this is probably the best beat-'em-up on the N64 so far, unfortunately it still 
needs to go a long way to come close to any similar titles on the PlayStation and Saturn. 
On the plus side it does feature some excellent backdrops and the characters have 
interesting moves. These moves seem to draw heavily from Tekken and Soul Blade- 
which is not a bad thing by any means. I can't quite put my finger on what I don't 
like about Bark Rift, but there is some vital thing missing. This shows promise for the 
future of H64 fighters, but falls a little short of the mark. 


IBBUE TEU BCURE 


70% 


Dojm BR [UK] 

I've always been a big fan of Boom, and for me it was always the best of the lot. I was 
looking forward to Boom on the Nintendo 54, and the thought of having all new levels to 
explore got me particularly excited. The fact is though, after the anival of the spectacular 
Coldenegein the office. Boom will never seem the same again. It's still a very good 
game but compared to the later title it looks dated indeed. 

There are a couple of minor niggles: the darkness of the screen can become very 
frustrating at times, as you're constantly getting hit by missiles that can only be seen 
at the last minute. The other thing is that the levels all seem very similar, which can 
become dull. Good but not the best. 


IBBUE niUE BCORE 
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Diddy Kong Racing 

fit first I thought that this was going to be a simple update of Mario Kart 64. but I dug 
a little deeper and found something uery different. It relies in some ways on Mario 
Kart- which goes without saying. Howeuer, when you get a bit further into the game 
you realise that there is much, much more. The adventure mode is absolutely awesome 
fun, with loads of missions to accomplish and tasks to complete. The multiplayer modes 
are also uery good, with players being able to choose between a plane, a hovercraft, 
and a kart. If you liked Mario Kart, you'll go ape for this! 


ISBUE TEH SCORE 


B5% 








Doraemon 

It's very difficult to play this game without drawing comparisons to Mario 64. which 
is obviously going to win hands down. But if you can possibly forget about Mario 
a second and look at Doraemon on its own merits, I think you'll find quite a quirky 
little platformer in there somewhere. Despite its similarities with Mario 64iX does 
have plenty of of its own original ideas; it's just a shame that these are far outweighed 
by the ideas that were left out! If you've completed Mario anA are looking for something 
vaguely similar, then this should keep you amused for a while. Just don't expect the 
blue and white furball to fill Mario's shoes. 

IBBUE THREE BCDRE 


63% 


FI Pole Poaition 

After finding Human 6rand PrixtimXB entertaining a few months ago, I was expecting 
great things from what promised to be a new and improved version for release in the UK. 
Unfortunately the improvements that have been made are, although noticeable, few and 
far between, and not really in the areas such as playability and graphics that needed a 
little work. Maybe it's just me, but the addition of a few new sound effects, along with a 
reduction of 50% in the amount of sparks that fly whenever you change gear, doesn't 
really make for an improved gaming experience. Sorry FI. but you're left sucking the 
exhaust fumes of games like Top Sear RatlijExtreme 6\n my opinion. 

IBBUE niUE BCORE 




Duke nukem 6>i 

I'm one of the few people in the office who's never really got into Duke Hukem on the PC, 
and after falling head over heels for Soldeneye 007. the Duke had his work cut out if he was 
going to impress me. I understand that a lot of the PC features such as strippers and 'dodgy' 
film posters have been removed from the N64 version but if, like me, you've never experienced 
the phenomenon, you won't miss these un-Kintendo like features and can concentrate 
on enjoying the game without having to stop every two minutes to show your mates what's 
changed [Miles!]. In my opinion Duke Hukem 64 could have taken the Nintendo by storm 
had it only been released before Eoldeneye 007. but with the two of them more or less going 
head to head for Christmas, I'm afraid there can only be one winner. 


Famietar 6M 

I must admit that I was surprised to see that Namco were developing for Nintendo again, 
now that they've become such buddies with Sony but it seems from their first title, 
that we should be happy. Strangely enough, FamistarddimMs me of Smash Tennis 
on the SNES. The cute characters, the user friendly gameplay and weird but wonderful 
'japanese-ness' of this game don't hide the fact that this is a 'serious' baseball game 
underneath. All the subtleties of a more serious title are there - player stats and 
clever controls, and the sub-training games are a delight to play in themselves. If 
you're a fan of baseball and can put up with japanese text, this is definitely worth 
the import price. ^ 

IBBUE 12 BCDRE 




IBBUE TER BCDRE 


CURREUT BCORE 


FIFA EM 

As the only football game available for the N64 this wasn't a bad effort, but after seeing 
ISSSoccer 64 me had no choice but to reduce our initially quite enthusiastic response. 
EA's FIFO series must surely be the most successful footie games ever, but when ISS 
arrived in the office and blew away everything that had gone before, we were left 
with no choice but to amend our previous FIFO sme to reflect just how superior Konami's 
top kickabout really is. This isn't really that bad a game, it's just that its opposition 
is the best footie game ever made! 


ao% 88% 

Dynamite Soccer 

What can be said about Dynamite Soccera^aiX from the fact that it's absolutely appaling. 
This comment may sound a little hard but sadly I can't find anything positive to say 
about it. Actually, there is just one good thing that can be said about this dreadful 
game - it's so bad it's funny, although the humour will wear off after a few minutes 
of actually playing it. Don't waste your money. 

IBBUE niOE BCORE 

2B% 

Extreme G 

Ah, a breath of fresh air has wafted into the office and blown away the cobwebs of all 
those stale driving games, and that 'air' is Extreme 6. I've always been a fan of Wipeout 
on the PlayStation, so you can imagine my delight when I heard that we were getting 
our own futuristic racer on the N64. Just imagine how fast this game could be, using 
64 bits instead of that grey box's 32 - it could be uery fast indeed - and Extreme 6 
delivers. And then some. There's no blinking allowed when you play this game - if you 
do then you are likely to miss a corner approaching at super fast speed. 

Without a doubt, the best racer on the N64 to date. 

IBBUE OIOE BCORE 


IBBUE THREE BCORE CURREOT BCORE 

76% B8% 

FIFR: Road to World Cup '98 

After signing Michael Owen for my Bolton Wanderers side and taking them to the top of the 
Premiership, I was convinced this was the game for me. Unfortunately I soon found that 
the superb range of options and stunning visuals in FIFO: Dead to World Cup were 
overshadowed by poor artificial intelligence and gameplay. A great game for players who 
fancy managing their chosen team but not a patch on ISS64 in terms of pure playability. 

IBBUE ELEVEO BCORE 

78% 

Fighters Destiny 

Praise the Lord! At last the N64 has a truly great beat-'em-up - and not only is it great, 
but it's innovative in a way rarely seen in this genre. The characters have a wide 
range of easily accessible moves, which ensures that the art of winning requires 
something other than the ability to memorise huge combinations of button presses. 
The ability to obtain new moves for your character is a master stroke, and the points 
system is like a breath of fresh air after the years of 'KOs' and 'Fatalities' we've had 
to endure. If you've ever enjoyed a beat-'em-up, buy this! 

IBBUE 12 BCORE 
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Bk 


Banbare Goamon B 

Ganbare Goemon is quite unique in many of its gameplay styles and offers the first 
real RPG experience on the H64, but an essential part of all RPGs is understanding the 
plot. Unfortunately for us, Ganbaie Goemon is completely in Japanese and so the story 
is completely incomprehensible, though luckily this doesn t interfere too much urith 
the gameplay and Goemon is still uery playable. It is a testament to the game s 
brilliance that it was able to score such a high mark judged purely on gameplay - 
just imagine how good it will be in English, as it will be when it is released in the 
US and Europe uery soon. Of course, we will be re-reuiewing it as soon as a copy comes 
into the office - expect a uery high score for this one! 

IS6UE EIGHT SCORE 




Go! Go! TraublemakerB 

I don't understand it but I like it. Go! Go! 

Trouble Makers is so full of bright 
colours, you'll think it's going to 
explode any minute into a jelly rainbow, 
full of sponge fingers and cherries. Rnd that 
just about sums up the title's gameplay as 
well. It's all cute and chubby sprites, 
biffing and throttling one another in 
the nicest possible way. On the down 
side, if you're not fluent in reading 
Japanese you won't have a clue 
what's going on, as various 
characters keep appearing to try to 

explain stuff. Still playable but you're better off waiting for the official release. 

IS6UE SIX SCORE 



4 ?% 

GoldeneyB 0D7 


ISSUE EIGHT SCORE 






B3% 


Human Grand Prix 

Rfter happily playing on some of the forthcoming racers at the E3,1 really think that 
we're left with no choice but to score Human GrandPrix^mn. Sadly, when you compare 
it with such titles as Extreme ^and Multi Racing Championship^ Human might as well 
be Pitstop 2 on the Commodore 64. It just doesn't match up to them on any criteria - 
except maybe the number of tracks Inot their quality). Ule are grateful that the US/UK 
version, FI Pole Position has been much improved! 


IB9UE THREE 9C0RE 


CURREHT SCORE 


80% 72% 


International Superetar Soccer Gk 

Football's not coming home... it is home! ISSGdhas arrived and is, quite simply, the 
best footy game ever to be released. It sports graphics that are far superior to any of 
its contemporaries, (especially ER's appaling FIFR 64\ it sounds the bizz and, with 
more moves than Juninho, Zola and Shearer put together, it plays a much meaner 
game of footy. To put things in their simplest terms, if you like football, you're going 
to love this game. Rs the great Bill Shankly probably would have said were he around 
today, 'football's not a matter of life and death, it's ISS6^.' 


ISSUE POUR SCORE 


97% 






^ \ 


J'League PerFect Striker 

Rs the aging cliche goes, it's a funny old game, football - and Perfect certainly 
proves that, with some of the most hilarious player animation ever. Just watch one 
of these guys trying to get up after a particularly bad foul to see what I mean! Having 
said that, the actual gameplay isn't bad either, especially in two player mode. UJhat 
with some swift passing, rasping drives, eccentric keeping and of course the all- 
important scoring celebrations, this boy has got it all and is certain to be a worthy 
addition to the footy sim. Premier League. Go and buy it! 


I wasn't bothered about the arrival of Goldenege, having never been a big fan of first 
person shoot-'em-ups. Since Goldenege in the office though. I've been 
forced to eat my words. Never before have I seen a game create such a sensation - 
even people who have never had an interest in games suddenly became interested in 
Goldenege. The reason is simple - perfectly crafted gameplay, the likes of which some 
games can only dream of, and this is before the delights of the multiplayer game have 
been uncovered, which take Goldenege io a whole new level, fln experience rather 
than a game, and one which shouldn't be missed by anyone. 


ISSUE ORE SCORE 


93% 




JIkkyou World Soccer 3 

UJhen it was mentioned that Konami had managed to improve on the original ISS, I 
didn't believe them. How much could they improve an almost perfect game? Ufell, quite 
a lot it would seem. Ulith less emphasis placed on the through ball and more dominant 
goalkeepers, this version has got to be the definitive one. How there are also smoother 
graphics, plus the actual passing and movement of your players seems to have more 
fluidity. Ufhether or not this makes it worth shelling out another sixty quid for an import 
game is up to you. Personally, I am quite happy with my original PRL copy of ISS. 

ISSUE niOE SCORE ^ 


Hexen Gk 

UJhat is this doing on the H64? In the past few months we've been treated to two of the 
most excellent,enjoyable first person perspective games ever, Doomani Turok. then 
all of a sudden Hexen comes along. UJhat do GT think they're up to? Do they think people 
won't see past this facade, this cheap attempt at a cash-in? The game looks extremely 
dated, almost as if it was a straight PC to N64 port, and takes no advantage of the power 
the N64 has to offer. The graphics are bland at best and the level design really lacks 
imagination. The only thing I can say in favour of this, is that it's the first game of 
this type to actually boast a four player deathmatch mode, but even this soon becomes 
tiresome after you've revisited the same level for the umpteenth time. If you want four 
player deathmatches then be sensible and go out and buy Goldenege oi BukeHukem. 

ISSUE SIX SCORE 


97% 
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Killer Instinct Bold 

Play this game on 'Ludicrous' speed and you'll know about adrenaline. Initially fast 
and furious, it can seem like a 'free-for-all, who can get one of the combos in first and 
bash the buttons quickest' test. However, after playing for a while, it has more subtlety 
than that - but nothing that matches the instinctive feel of Tekken. The animation is 
jerky and at times there's quite a bit of slow-down. Okay, so admittedly this is when a 
32-move combo is going on - but surely the H64 should be able to handle it? 

ISSUE ORE SCORE 


G9% 
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King oF FroJaBeball 

llfhen m leuiemed this back ia issue tujo lue mere drauin in by the cutesy amusing 
graphics and the quality of the tmo player ^ode. Since then it's become increasingly 
difficult to find a human opponent, as more and better games arriue in the office, 
forcing ujhoeuer uianB to play it to do so against the computer. The fact that this game 
rarely makes it out of the cupboard nowadays is enough to warrant a scnie reduction, 
and the incredible difficulty of the one player mode leaves us with no choice. It's fun 
with a friend but frustrating on your own. 

IBBUE TUJQ BCORE CURRERT BCORE 

B1% B2% 

Lylat Wars 

The sequel to StaminQ \[as finally aniued in the UK, and apart from the name change, 
it's been well worth the wait UJe'ue been playing the Japanese version for a few months 
now but the English speech adds a lot to the game, which has a surprisingly good plot. 
The game is definitely easier to complete than Stamin^huX to master the game properly 
requires taking secret routes and battling a completely different end-of-game Andross, 
and this should keep you playing for quite a while. If you liked the original, you'll 
fall madly in love with its 64-bit incarnation If you've never heard of Starwing, you've 
never witnessed what a man like Miyamoto can do to a genre as seemingly tired as 
shoot-'em-ups. 


mK mythologies 

I've never been a fan of the yioital series so when I heard that there was going 
to be a new /Mrbased RPG, I was more than a little unimpressed. It seems that my 
fears were well founded - no care has been taken to make a real attempt at a proper 
RPG, it's simply a sideways saoUing beat-'em-up and a poor one at that. 

Just imagine Mortal Kombat Trilogg mith jumping bits but with only one character 
to choose from and you'll have a pretty good idea of what this game is all about. This 
really has nothing going for it - the graphics are poor and the gameplay is tired and 
unimaginative. Don't buy this 

ISSUE 12 SCORE 

31% 

mortal Kombat Trilogy 

Ulith the arrivals of both U/arSodsanA Dark Rift Mortal Kombat Trilogg\iA% suddenly 
began to look more dated than ever. For fans of the series this is still one of the best 
/MTincarnations - it's just that there's really very little to separate this title from it's 
16-bit predecessors. Another reason for us changing the score is that we originally 
scored this more highly than Killer Instinct Hold, which judging by the number of 
letters we've had on the subject is widely considered to be the better game > it's only 
us who think it's an unplayable pile of crap! 


ISSUE EIGHT SCORE 




3H% 3^ 

mace: The Dark Hge 


At last a beat-'em-up anives that is worthy of comparisons with Tekken and Soul Blade. 
/far^ includes some excellent weapon bearing characters that have been superbly 
desigiied - with each one playing differently from the last. In total there are fourteen 
chaiaeter^ including some rather bizarre secret ones - the chicken springs to mind 
for sheer comedy value. 

It can be a bit frustrating at first, as the combat system may be a little different 
than you are used to; it is initially very hard to pull off anything that resembles a 
combo. Just give it an hour or so though and you'll be reeling off five and six hit 
combos with no problem at all. 

ISSUE niUE SCORE 

83% 

madOBn EM 

I'm sorry to confuse you readers, but I'm afraid I hai^io disagree with Kick on the 
Madden Us. KFl debate I feel that both games are equally playable, and although 

Madden might be slightly easier to pick up and play - MFL QBCis every bit as good 
once you've mastered the controls, and surpasses Madden by a long way tn terms of 
graphics, presentation, and simply by having the official license. 

ISSUE 12 SCORE 

83% 

marlo Kart BN 

So it's got some new tracks and the graphics are better - but it's still Mario Kart, just 
with a '64' tagged on the end. Don't get me wrong, I was (and still am) a fan of the 
original game, but really, what's the point? If all we're going to see on the Hintendo 
64 is souped up versions of old Hintendo titles - and at a souped up price too - you 
might as well buy yourself a SNES. That said, I can see the appeal of the title for 
those who missed out first time round. It's still fun and addictive - especially in the 
multiplayer mode. Just think carefully, and do try before you buy... 



IBBUE one BCORE 

33%* 




IBBUE ORE BCORE CURREOT BCORE 

78% 37% 

multi Racing Championship 

Being a big fan of racing games, I was looking forward to this one with baited breath. 
Unfortunately, although it looks nice and the alternative route idea is quite a novel 
one. I didn't enjoy MBCas much as I hoped. Ulith there only being three tracks. I'm not 
sure how long this one will last. At the end of the day though, this is a far better game 
than Cruis'n USRanA deserves to be a minor hit. Hot a bad game by any means, but 
with Lamborghini 64ini Top SearBallgun the shelves it looks as though /Wf could 
be in for a spot of very tough competition. 

ISSUE SEVER SCORE 





DBH Hangtime 

In its day, HBB Jam was an extremely entertaining arcade basketball game. Since then 
we've seen the likes of TotalKBR qr the PlayStation, which I would have thought made 
the likes of the KBR Jam ssms obsolete - apparently I was wrong! This game has little 
in common with the game of basketball and shouldn't even be considered by fans of the 
sport, but if you're a big fan of Pongoi going to UJimbledon for the tennis, this repetitive 
and dull left-to-right, right-to-left, left-to-right style of gameplay might appeal. 


ISSUE EIGHT SCORE 

51% 




; fl) rouno^ 


San Francieco Ruah 

Yes, it's another driving game on the H64.1 luish that I could tell you that this mas 
something different from the usual humdrum racing that is the norm mith this genre, 
but San Francisco Rush\% not. This game suffers from tired gameplay and ropy graphics. 
Okay, there is one decent idea - collecting the rings on the courses gives you access 
to extra cars, so this gives you something of a challenge, but even this doesn't add 
much to the gameplay. It's such a big disappointment to see releases like this out on 
the H64 - developers have the most pomerful console on Earth to develop for and they 
still churn out trash like this. lUhat a maste. 


nagano UJintar Olympice ’08 

To be honest, until I heard about this game, I masn't 
too up on the lUinter Olympics. UJhen I mas a kid I % 

used to sit next to my dad and match the skiing on .. 
the telly, but that mas ^ 

only to see mho mould k 

failover! V [wk 

The same thing makes 

all Olympic style games fun ^ 

- button bashing plain and 

simple. Around the office you'll 

find many a joypad beaten into 

obscurity by Track and Field. With 

a brilliant Olympic type game under 

their belt, you'd have thought that 

Konami mould just duplicate something 

similar around a more frosty, minter style 

game but this is not the case. 

There are nine Olympic events here mhich 
vary greatly in quality. On the mhole, Magano 
isn't such a bad game but it is a shame that the 
developers sam fit to attempt nem control methods, 
that aren't really suited to Olympic style games. This 
is a plausible effort but after the glory of Track and Field, 
Konami have not come up mith its minter equal, let alone a 
minter sequel. 


IBBUE ELEVEH BCDRE 


Shindou maria Bk 

I can't really see quite mhere 
Nintendo are coming from, releasing 
something like this. You'd have to be ^ 
a certified nutter to fork out another 60 
odd big ones for the pleasure of a 
shudder every nom and again mhen 
the dungareed one falls on his arse, so ^ 
mho's left to buy it? Hem omners might 

as mell take advantage of the extra ^ 

feature but it seems to me to be nothing 
more than a gimmick to drum up support for 
the jolt pack. Obviously the more games it's compatible mith, 
the better it sounds - but only mith your fingers in your ears and a 
Until American football games started appearing on consoles I mouldn't have knomn goldfish up one nostril, 
a touchdomn from a hole in the ground, but after playing Madden games on my SKES 
for hours on end, I became quite a fan of the sport. HFL d'back Club '^^basically takes IBBUE BEVEU BCORE 
tried and tested gameplay formula of the Madden series, improves upon it, tarts up ffi It 

the graphics, adds plenty of nem options and kicks the competition for a field goal. FI Fj 
Anybody mho's ever enjoyed an American footie game mill absolutely love this, but 9 D X D ■ 
unfortunately for Acclaim I think most H64 omners [at least in the UKl mill be sticking ^ 

mith ISS 64to satisfy their ball habit. 

Ehindou UJave Race Gk 

At first you mould think that Ufaue Race mouU be an ideal game to use mith the Rumble 
Pak - a rumble in your hands mhen you hit those maves seems like a great idea and is 
more than likely to add to the experience of riding a jet-ski. The trouble is that there are 
so many maves in this game and the pak vibrates to some degree on every single one 
(makes sense) so it's constantly buzzing. This has the effect of actually distracting from 
the gameplay, rather than adding anything to it. It is very disconcerting to have the pad 
This is still a classic game but the truth is that it's not often taken out of the Total 64 constantly vibrating mhen you are trying to control your jet-ski and it's got to be the 

cupboard - except to lend it to someone mho hasn't mitnessed it before. All the missions mrong sort of feeling any may. A short sharp jolt mhen your jet-ski's nose hits the mave 

and the different craft are varied enough to keep you playing for ages but nine out of mould have been more appropriate than this constant buzzing. Having said that though, 
ten N64 omners in the Total 64 office - mho expressed a preference - said they preferred the feeling quickly moves into the background but never stops from being a nagging 

the manic and explosive gameplay of Blast Corps. In light of this me've had to reduce initation, so it makes you monder, mhat's the point? 

the score slightly - but it's still a must buy, as an all time classic piece of softmare. 

IBBUE BEVEU BCORE _ ^ 

IBBUE DUE BCORE 


IBBUE THIRTEEU BCORE 


CURREUT BCORE 


IBBUE TEU BCORE 


CURREUT BCORE 


Bnouibouj Kids 

The title says it all really - this is aimed at kids. For us older H64 users, the gameplay 
is just a little too simplistic, the characters just a little too cute and the challenge 
is somemhat limited but that's not to say that this isn't an enjoyable game. Similar 
to Mario Martin many mays, it lacks too much of that game's depth to be a serious 
alternative. The snomboarding angle gives it a novelty value and this and the fact that 
this game mill come in at less than £35, means that you should definitely take a look 


1 have to admit that I am a little surprised to see this on the H64. The trouble is that 
it's nothing that a SHES couldn't do - and hasn't done in the past. It is still a top game, 
homever, and mill no doubt sell mell in Japan. Whether or not it mill see the light of 
day over here, remains to be seen. 


IBBUE THIRTEEU BCURE 


IBBUE 12 BCURE 
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Tetriephere 

Hauing the TVte prefix in its title, one would imagine that this would play uery 
similarly to the original. This is where the initial confusion sets in: when anyone 
plays TstiisphereUi the first time, their reaction is that it's not uery good. This is 
simply not true - just because it's different, that does not make it a bad game I would 
haue to admit though, Tetiispheie takes a bit of getting used to, but once 

you'ue mastered the basic concept, it becomes increasingly addictiue. There are uarious 
different modes of play which can only add to its longeuity - it euen features an eight 
player tournament mode, for when all your mates come round. 


StarFajgBy 

The latest SHES classic to get the H64 treatment is here and it's just as good as we'd 
hoped it would be. The tank, submarine and open leuels add a large dollop of much 
needed uariety, and the ouerall effect is quite stunning. Graphically Staifox64 is the 
biz but it's the multiplayer option that makes it. Admittedly the small quarter screen 
uiewing windows take some getting used to but it does make for some wicked four 
player battles. The only real disappointment is that it would'ue been nice to haue a 
two player option with half a screen each... but I guess that's just being picky. 
Ultimately it's still a fairly basic shoot-'em-up, but if you liked the SHES uersion 
you're definitely going to loue this one. 


ISSUE EIGHT SCORE 


ISSUE FOUR SCORE CURREOT SCORE 


star Wars: Shadoius oF the Empire 

This game was one of the most eagerly awaited of the launch titles, but unfortunately 
failed to deliuer the goods on all but two or three of the ten leuels. The number of letters 
we'ue receiued from people who'ue bought it and been uery disappointed, or haue thanked 
us for warning them away from it, leaues us with no choice but to emphasise our warnings 
to other readers, with an euen lower score. One to auoidi 


The prospect of yet another H64 racer filled me with dread. There haue been hundreds 
of them of late and none haue liued up to my expectations - yet. 

Top Sear Hdllp is no exception to this rule, but then it is by no means a complete 
disaster. I was hoping for a game that would riual Sepa Eallpioi the best racer title 
but what I got was a competent, yet good looking racing game The graphics are all 
gorgeously smooth and the cars moue with realistic handling The only disappointment 
lies with the computer controlled cars - they just aren't up for it! 


CURREOT BCORE 


IBBUE OOE BCORE 


IBBUE niOE BCORE 


St RndreuJB GolF 

Most of us in the Tom B4 office are pretty big fans of golf games such as Sctua Solfon the 
PlayStation, so the fact that this has NEUEH left the shelf since it was reuiewed back in 
issue one must mean that there's something uery wrong with it. If this game had been 
released on the Commodore 64 ten years ago, it still would haue come up on the scorecard 
as a bogey when compared with the classic Leaderboaid The fact that it's in Japanese 
doesn't exactly help matters, but no amount of irritating commentary could redeem this 
effort. Fore! 


Turok: Dinoeaur Hunter M ^ 

Another first person shoot-'em-up gets a my ' ' r 

knock down thanks to the ground-bredking 

Soldeneye. This doesn't mean that Turok is a bad . ™ ^ 

game, it's still one our fauourites, but compared to m-- 

the ingenious gameplay found in Hare's 'Bond sim', ^ w 

Tu/uil'is already looking dated. Graphically you can 

draw parallels between the two games with the use of 

polygons and excellent motion capture for characters, but 

Turokz^Xs for lauish texture maps so it has to use misting effects to couer pop 

up. inhere it really loses out though is in design and gameplay. The ^ 

leuels in Turokaiz all uery similar - set in outdoor locations which 

promise to take you into the depths of a jungle but neuer do. SoldenepeXaY^s you to a 

wide uariety of familiar looking locations with the gameplay changing euery time 

It's the structure of SoldeneyeXXxaX keeps you interested - TVM becomes uery samey 

after a short space of time. 


IBBUE ORE BCORE 


CURREOT BCORE 


Super maria BN 

Euer since this game was first seen, it's been 
hyped up as the 'the greatest uideo game / 
euer' and to tell you the truth, it really | 
doesn't fall far short of that ^ 
title. Hintendo 
haue 

the most i 

conuincing 3D world I'ue " 

euer seen-, he runs, somersaults and can 
euen fly - and all in superbly animated 
style . All the familiar Mario traits are there ^ 
as well - the infuriatingly addictiue 
gameplay from his earlier SHES incarnations, 
the 'throw the controller at the wall and pick it 
up fiue seconds later' syndrome. This is what 
uideo games are all about. 


IBBUE TUJQ BCORE 


CURREOT BCORE 


Don't you just hate those people who drone on about how the PlayStation is 
better than the H64? UJe all know that Nintendo's machine really has a far 
higher standard of games - except it's missing one genre. The H64 really needs a 
beat-'em-up, it needs a Tekken of its own to shut those PlayStation owners up for 
good. But this, sadly, is not it. 

War Gods XaYes its gameplay from Mortal Kombat anA then transfers it into 
'wondrous' 3D and this is the main problem - /fAThas become uery dated since 
the likes of Uirtua Fighter just doesn't hack it anymore. For die-hard fans 
of/r/Tonly. 


ISSUE DUE SCORE 


ISSUE TEO SCORE 
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UJavB Race BH 


UJheel oF Fortune 



It is difficult to knoui uihere to start slating this game, lllhoeuer came up with the 
idea of porting the Wheel of Fortune show to the H64 should be hurt. It's not just the 
fact that we don't want to plag rubbish like this, but releasing games like this will 
surely damage Nintendo's reputation. With games coming out extremely slowly and 
Nintendo citing quality ouer quantity, U/OfmiW do more damage than good 


The closest I'ue euer come to a real jetski would probably be when I was 
about six, splashing around a Northampton pond in a rubber dinghy After 
playing UJdve RdCB. Fue decided that maybe I should broaden my 
watersports horizons and try it for real. Quite simply this is an extremely 
playable and unusually original piece of software, fls far as I 
can see, the only thing missing is a Pamela lookalike to diue ' 
in and rescue you when you fall off. If you're after a racer 
for your H64, avoid the traffic and take to the waves! 


ISSUE 12 SCORE 


CURREUT SCORE 


ISSUE ORE SCORE 


Wild Choppers 


After the disappointment of Reiofiqhteis Rssault this comes as a nice 
surprise. The mission based gameplay works well, the graphics are sharp 
and manage to keep the frame rate high and the overall feel is that of a 
well polished and well thought out title. If you're a fan of 
. shooting games then this is worth a look. 


Wayne Gretzky'e 3D Hockey 

This is still by far the best ice hockey game on the market at the moment, but at 
the end of the day - it's ice hockey! And unless you're a big fan of the sport you'll 
most probably get bored of this very quickly. It's a great fast game, with a good 
multiplayer mode, but when compared with some other sports games, this just seems 
incredibly shallow. More of an arcade 'couple of quid' than a' £50« lasting appeal.' 


I6SUE 12 6C0RE 


CURREOT BCORE 


IB6UE TOJO BCORE 


Wonder Project JE 

I was quite looking forward to playing around with a young Japanese girl, when I 
heard that I could save my plane fare by getting hold of a copy of Wonder Project 2. 
Imagine my excitement! Unfortunately the game is a little too realistic in that - 
with Josette being Japanese and everything - she speaks in Japanese, which might 
as well be binary as far as I'm concerned. My advice to anyone who's thinking of 
buying this is to become fluent in Japanese first, because after about half an hour 
of play I was still on the first screen, and getting very frustrated! 


Wayne Gretzky’e 3D Hockey '98 

If you wake up one morning and feel an uncontrollable urge to rush 
out and buy an ice hockey game for your console, then don't look 
further than this one. Then again, I doubt many of you will get that 
. urge and, when all's said and done, we've seen this format 
^ many times before and it barely gets the adrenaline surging 
\ through the veins. Waqne Gretzky's Ice Hockey W remains one 
^ of a long line of games that you can cultivate respect for but 
^ ultimately do not feel compelled to keep lodged in your console . 

This hockey sim may have had its day with the first release in 

'Q7 - there's simply not enough appeal and longevity in this 
^ title to warrant top scores this time around. 


IBBUE FIVE BCORE 


Bit of a let'down in the gameplay department this one 
UJhat a shame that a cart which 
everyone has waited so long for 
so many magazines 
have covers should 
turn to be more 
than a of 

platform for 

great 

fun 

without having a wide 

smile on your face the whole 

of the time . And that music ... ^ ^ 

sooo cute! lllhy can't the whole M 

world be filled with little multi- m 

coloured dinosaurs? liJhy must W 

we fight? lllhy ^ 

can't we all ' 

love each other 

as much as the 

Yoshis do? Come 

on, sing along... 


IBBUE THIRTEEO BCORE 


I have to admit that I've never really played a wrestling game before - somehow the 
idea of taking part in a pantomime has never really appealed to me. But WCW Us. 
nWo}xa% changed my opinion of all that. The fights last ages (definitely a good thing] 
and are great fun. I found myself shouting abuse at Nathan whilst playing this game 
and whenever you get that involved in a game, it can't be bad. Ufith loads of characters 
.and moves, this has to be one of the best fighting games on the N64. 


IBBUE ELEVEO BCORE 


IBBUE THIRTEEO BCORE 


TOTAL 64 volume two 
ISSUE TWO 





SnOUJBOHRD KIDS • SIIOllJBDHRD KIDS 




nouiboanf 

KMo 


This month iub present a guide For the 
iatest snoLJboarding game to grace 





^^^the ilEM, heraided as "maria Kart un 


snoujboards’! With our great guide gou 
shouid be abie to become a cooi boarder 
in no time! 


G EN £ ^ ^ 


L TIPS 


will soon become pretty easy. The best way to earn lots of money though, 
is to learn the courses as well as you possibly can, so that you can wnn all 
the races. 





start as you mean to go on 


Educate yourselF 


It's certainly worth spending time on the training levels - try to resist the It's vitally important to get a good start, as it can be very difficult to catch 

temptation to just load up and play the game. Fortunately, the training up once all the other racers have set off. The important thing to remember 

levels are particularly helpful and will really help you gain a rudimentary is that you're on a snowboard, so the only way to get into motion is by 
understanding of the game; the section explaining the weapons and bonuses jumping. When you start the race don't forget to tap the 'A' button once - 

and their uses is particularly helpful. when mastered this will propel you into a good position to take the lead. 

With practice you'll eventually master the turbo start, which will send you 

_ _ a good distance ahead of your rivals. You must also do this when you crash 

basy money (and you will certainly crash, at least when you first play the game) as it 

The aim of the game is to win each of the races or disciplines and the only creates the momentum to get you back up to speed. 

way you'll achieve this is to accrue as much money as possible. This will 

enable you to afford the best boards which, in turn, will help you to win ^ 

the more difficult races. On certain levels there are coins to collect, which QBt yer yun 

will help you on your way -- it's vital that you collect as many of these as Always have some weapons to hand - ^ 

possible. You're also given money when you perform tricks on some of the never, ever try to get around the courses 

jumps and ramps scattered around the courses, with the amount you receive without having some means of attack or 

based on how well the trick is performed. It all takes a bit of practice but retaliation. You can bet your life that ^ 
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No sign this time, Just a fork in 
the track 


have to master if you want to win the 
trickier races. 


Short'cuttin 


You should be aware of the numerous short¬ 
cuts that occur on some of the later race 
tracks. They're usually sign-posted but, more 
often than not, they're a tad tricky to get 
to. As with the ski-lifts, try to learn where 
they are and prepare to get into a position 
where you can use them. If you don't, 
you'll snowboard past them, missing out 
on the opportunity to catch up if you're 
lagging behind, or to maintain your lead 
if you're in front. 

Some of the short-cuts are obvious, 
some are downright frustrating, so we've 
compiled a brief guide to a selection of short-cuts in the boxout above. 


Veer to the left and 
skate over the bridge 


Skate down the hill 


the other racers will have them and will use them 
on you - usually when you're in the lead. It can 
be so frustrating when you're out in front, only to 
lose the lead because the three people behind you 
use all their weapons on you, one after the other. 

If that does happen, the only way to regain your 
position is to counter-attack as swiftly as possible, 


You know the score Short cut number two 


ChooBB your uieapon 


The first thing to remember is that all of the power-ups cost money, so 
don't snowboard into them if you haven't got any, as you will simply crash. 
Also, don't keep collecting bonuses if you already have some. It's just a 
waste of money, so use what you've got first. 

The weapons and bonuses are separated into two categories: red and 
blue. The red ones are purely offensive weapons that will hinder the progress 
of your fellow racers. The blues ones are a mixture of offensive, defensive 
and just generally helpful things. 


Despite the fact that all the characters are under the age of twelve, they've 
all mastered a certain degree of competency on the old snowboard. The trick 
is to choose the right character for the job in hand. 


SlaBh 


Slash is a particular good choice for the beginner: he looks cool and - having 
pretty standard ability in all areas - is an ideal character to use when learning 
the courses. Pair him with a complimentary board for the best results. 


Don’t miss your liFtl 


Learn where all the lift gates are - it's sometimes pretty tricky to get to 
< them, especially when there are other racers trying to 

'C ‘ 9®^ through the gate too. Race places can be lost 

O’" gained if you know where they are, so 
prepare yourself for them. 


Cut comers 




Cornering on the game is tricky at 
i first; you have to prepare yourself 

® for the corner - use the 'A' button to 
jump into the air and then, whilst in the 
air, move in the direction you wish to turn, 
> repeating this as necessary. It sounds 
complicated but it's a skill that you'll 
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nancy 

Nancy is also perfect for the beginner - although she's very slow, her 
cornering abilities are excellent. In many respects she's a bit of a 'Dark 
Horse': when paired with a fast board she can win many races, but only 
after you've got to grips with the mechanics of the game. 

Jam 

Your standard intermediate character; a little quicker than Slash or Nancy 
but with lesser turning skills. Again it comes down to personal preference 
and ability - he's well worth a look if you want a faster character for the 
more difficult, later stages. 


There are three basic boards to choose from, each with their own individual 
characteristics and special uses - the trick is to do one of two things. You 
can choose to match the boards' capabilities with those of the characters: 
a good example of this is to pair Nancy with the Alpine board, as she lacks 
speed but has good turning and trick abilities, whereas the board is all 
speed. The complimentary skills of the two add up to pretty excellent race 
winning abilities. Alternatively you can just use the boards as they were 
intended, irrespective of characters. 

Board 1 

Free Style board. Obviously the wise choice for the half-pipe section but 
nonetheless a good all-round beginner's board as it has great cornering ability. 

Board Z 

All Rounder. As the name implies, this is a board that you can use on any 
course but to be honest it's more of an intermediate board. 

Board 3 

Alpine board. This is the board you want to aspire to; difficult to control but 
its speed ensures it's a race winner. However, it should only be used on the 
racing sections as it is a racing board only and not designed for the half-pipe. 



A more advanced character, possessing greater speed 
- but she can be a bit of a handful. She's quite 
difficult to control, although her speed makes her 
a useful character on the less tricky, earlier levels. 


Tommy i 

Top speed and no other abilities make Tommy too 

much of a handful for effective control. His speed in 

no way compensates for the fact that he's way too 

difficult to steer and even when you've mastered the 

turning technique. Tommy is still a frustrating character, 

who spends more time on the floor than at the front of the race. 






SPEED = * A * 
CORWE?%= ik 
TRICK = * 
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T^rACKS 

Guru Guru mauntain 

The first track, as you would expect, is a straightforward affair and there 
are lots of banks to help you round the winding corners. It's a very short 
course and shouldn't present you with too many problems. 

Big Snouiman 

Not too tricky, as the difficulty level indicates. The only potential problems 
occur roughly one-third of the way through the track, where you come 
across a cluster of trees. Although initially daunting, simply weaving your 



at you - avoid these or you'll temporarily become a snowman yourself! A fev; 
more boulders and a gully are then all that separate you from completion of 
the course. 


Bight Highuiag 

To be honest, despite being allegedly harder than the previous course. Night 
Highway is merely a test of your ability to weave and jump. The most difficult 
part of the course occurs during the middle section, v^fhen you have to traverse 
a fairly thin ledge - using cornering and correction techniques you should 
have no problems. The only other bits worth mentioning are the final three 
big jumps, which occur in close proximity to each other. However, this too 
is fairly easy to contend with - just remember that you have to weave a lot 
and you'll be fine. 

Grass Vallsg 

Another test of your weaving and moving skills. There are plenty of jumps 
to contend with but to be honest, if you've mastered the other courses 
then the problems this one poses should be fairly similar. Familiarity is 
the key, and once you've learned the skills and have a rough knowledge 
of the layout of the course, this track will be pretty easy to get 



way through the trees is all that's needed. A little further on there's a 
ledge that you must skate along, which can be a little tricky - 
however, all you have to do is stay in the middle and you won't M 

fall off. Apart from a series of big jumps, which are all fairly B 

straightforward, the rest of the course should pose you with 
no other problems. 


around successfully. 


k This is the most difficult course and it is incredibly 
I twisty, requiring a good deal of corrective turning. 
F Halfway through, whilst boarding in a mine, there's 
another one of those ledges - you know the drill; easy 
does it. A little way further on you'll come to roomful 
of spinning coffee cups. Although they're quite easy 
m to negotiate, if you touch them you'll be sent spinning 
f around the room like a pinball. The trick is to aim for 
the centre of the room and then veer off to the right, 
heading for the semi-obscured exit. Once you're past 
that, it's all down to more tight corners and weaving - 
easy as pie. BM 


Suneet Rock 


The difficulty level goes up a notch and almost 
straight away you have some boulders to weave around - it's fairly 
easy stuff though. Next round the corner and you'll find some ( 

walking penguins to avoid; no problem. Veer to the right and ^ 

there's a rock fall - these rocks seem worse than they really are 
and only ever seem to squash your computer opponents. Almost 
immediately after that is a giant snowman who fires mini-snowmen 
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Tips and cheats, that's luhat 
you love and that's uihat me 
provide. Here it is: the most 
comprehensive HBM cheats 
listing you'll Find anymhere 
on the planetl 


CruiB'n USH 


HeroFighters Hssault 

Change Coloure 


Borne cheate to add that much needed breath oP neuu liPe Into the rather ordinary 
racer. They don’t help out that much, but IF you did buy It. theoe might cheer you 
up a biti 


On the plane select screen press the R button to change the colour scheme of your plane 


Recess to the Other Courses 


Extra Pilot and F-15 


By doing this cheat you'll have access to three of the levels that you race on when you 'Cruise 
the USA' but don't normally have access to on the regular, individual level select screen. This 
way you can race on the boards to try to beat your record times, without having to cruise the 
whole of the USA first. 

The first thing you must do is go to the course select screen. Now hold down the following 
button combinations for different areas: 

Golden Gate Park - Left C, Bottom C and L (on top of the controller) 

Indiana - Top C, Right C and L (on top of the controller) 

San Francisco ~ Right C, Bottom C and L (on top of the controller) 


On the title screen (where it says "press start") press Left C, Down C, Right C, Up C, Left C, 
Right C, Down C to access a secret plane Bl| 


Bomberman Bk 


Extra battle arenae 


Go to the game selection screen and quickly press the Start button repeatedly. Do this until 
you hear a chime. You will now have access to these extra levels: 

In the Gutter, Sea Sick, Blizzard Battle and Lost at Sea Qlf 


Recess the Hidden Cars 

You can select from a Jeep, Police Car and School Bus. The first thing you must do is go to 
the car selection screen. Now hold down Top C, Left C and Bottom C all at the same time. 


If you hold down those buttons over the '63 Muscle Car (the leftmost car) then you can 
choose the Jeep 

If you hold down those buttons over the La Bomba (second from the left) then you can 
choose the School Bus 

If you hold them down over the Devastator VI (the grey car which is third from the 
left) then you can choose the Police Car. Holding those buttons down over the rightmost 
car will do nothing 


ClayRgbter B3 1/3 


HlddBn Characters 


Play as Dr. Kiln 

At the character selection screen, hold L and press B, Left C, Up C, Right C, Down C, A on the 

Control Pad 

Play as Sumo Santa 

At the character select screen, hold L and press A, Down C, Right C, Up C, Left C, B on the 

Control Pad 

Play as Boogerman 

At the character select screen, hold L and press Up, Right, Down, Left, Right, Left on the 
Control Pad 


Flashing Lights with Siren 

The first thing you must do is select the Police Car or the School Bus. Next you can pick any 
track to race on. You must get a "Hot Time" on that course. After you put your initials in on 
the "Hot Times" screen, you must go all the way to the bottom of the "Hot Times" list. Now 
hold left for about 35 seconds (you'll see the rollers moving to the left). If you choose the 
police car or school bus, get a hot time and you're at the bottom of the list, a rather spooky 
disembodied head will come rolling across the screen, saying "I love this job." Exit the "Hot 
Times" screen and choose another board to race on. Once you've begun the actual race, 
press Brake, Brake, Accelerate fairly quickly. If you did everything correctly, the lights on 
your police car will be flashing and your siren will be going off, or the lights on the school 
bus will be going off. 


Secret Options menu 

At the character select screen, hold L and press Up C, Right C, Left C, Down C, B, A, to enable 
a secret menu in the options screen 


Stage Select 

In the two-player mode, when the versus screen comes up, press Right C or Left C to change 
the stage 


nitro Boost 

This code is activated in the same way as the "Flashing Lights with Siren" code below. Get 
your name on the "Hot Lists", scroll to the bottom of the list, then hold down the left 
button for about 35 seconds, until the head comes rolling across the screen again. Using 
any car in any race, you can now get a Nitrous Boost by pressing Brake, Brake, Brake, Gas, 
Brake, Gas. 

Please note: you can only use this once for every checkpoint passed. BM 


Random Select 

Hold down the L and R buttons simultaneously at the character selection screen and a random 
Clayfighter will be chosen for you 


DiFFerent Colour 

In order to choose your Clayfighte/s alternative colour, just press Bottom C (instead of the 
A button) to select your character BM 
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Play as Sonork 

At the title screen hit; L, R, Top C, Bottom C, Left C, Right C 

Play Rs Demitron and Sanork 

At the title screen hit: A, B, R, L, Bottom C, Top C 

See The Character Endinys 

Aaron: At the title screen hit; Up, Left C, R, Right, Down, R, R, Left C 
Demonica: At the title screen hit: Up, Left C, R, Right, Down, R, R, Top C 
Demitron: At the title screen hit; Up, Left C, R, Right, Down, L, L, Bottom C 
Eve: At the title screen hit: Up, Left C, R, Right, Down, R, R, Right C 
Gore; At the title screen hit: Up, Left C, R, Right, Down, 

R, R, Bottom C 

Morphix: At the title screen hit: Up, Left C, R, 

Right, Down, R, R, B 

Nikki: At the title screen hit; Up, Left C, R, 

Right, Down, R, R, A 

Scarlet: At the title screen hit: Up, Left C, R, 

Right, Down, L, L, Left C 
Sonork: At the title screen hit: Up, Left C, R, 

Right, Down, L, L, Top C 
Zenmuron: At the title screen hit: Up, Left C, 

R, Right, Down, L, L, Right C. BM 

Diddy Kong Racing 

The Folloiulng cheate are entered at the ‘magic Cades’ options. HFter gou turn the 
game on. Just go to Options, then to magic Codes 

MAGIC CODES; 

BYEBYEBALLOONS 
TOXICOFFENDER 
BODYARMOR 
OPPOSITESAHRAa 
BOMBSAWAY 
VITAMIN B 
BOGUSBANANAS 
NOYELLOWSTUFF 
BLABBERMOUTH 
30INTVENTURE 
ZAPTHEZIPPERS 
FREEFORALL 
FREEFRUrr 
JUKEBOX 
TIMETOLOSE 
TEENYWEENIES 
OOUBLEVISION 
WHODIDTHIS 
OFFROAD 
ARNOLD 

GEHING DRUMSTIK: 

In order to get Drumstik as a selectable character, you must first get all the amulet and TT 
pieces. Once you've done that and opened up the Wiz Pig face, you can get him. Here's how: 
go to the main outer world and look at the frogs that are hopping around the water. One will 
have little red rooster feathers on its head. Run over it, and Drumstik will appear, then you'll 
be put back in the centre of the field. Immediately go to quit game, then start a new game 
and you'll find Drumstik is between Diddy and Bumper BN 


Duke nukBiTi Bh — US VerBion Only 

Cheat menu 

On the Main Menu screen press Left, Left, L, L, Right, Right, Left, Left 

After entering the cheat menu code above try entering this to get all items 
R, Right C, Right, L, Left C, Left, Right C, Right 

To get invincibility, press the R button seven times then press Left on the D-Pad 

To switch all monsters off, enter the code to bring up the cheat menu (see above for 
details) and press: L, Left C, Left, R, Right C, Right, Left, Left, Right. You will hear a 
noise if the code has been entered correctly and you will now be able to turn the 
monsters on and off 6N 


- All the weapons are disabled for the computer 

- All balloons are green 

- All balloons are yellow 

- All balloons are rainbow 

- All balloons are red 

- No limit to bananas 

- Bananas reduce speed instead of increase speed 

- Makes the bananas have no effect 

- Random character noises are played instead of a horn 

- Two player adventure mode 

- All the zippers will disappear 

- Maximum power-up 

- Start with ten bananas 

- Access the music menu 

- Ultimate computer AI 

- Small racers 

- Select same player 

- See game credits 

- Makes karts 4x4s 

- Large characters 
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Doom BH 

Domona getting gou doiun? monetere 
making gou mad? Pear notl Here come 
the Totrl BH team, armed with eome top 
level codes and a secret super password 

Skill Level — Be yenClel 

Level 02: cdpB 9bj2 68zt svk? 

Level 03: cxmB 9bjy 681t jvk? 

Level 04: ddk8 9bjt683s 9vk? 

Level 05: dxh8 9bjp685s Ivk? 

Level 06: fdf8 9bjk687s svk? 

Level 07: fxc8 9bjf689s jvk? 

Level 08: gd?8 9bc?69br ?bk? 

Level 09: gx88 9bc6 69dr 2bk? 

Level 10: hd68 9bc2 69gr tbk? 

Level 11: hx48 9bcy 69jr kbk? 

Level 12; jd28 9bct 69lq ?bk? 

Level 13: jx08 9bcp 69nq 2bk? 

Level 14: kdy8 9bck 69qq tbk? 

Level 15: kxw8 9bcf 69sq kbk? 

Level 16: lft8 9bb? 69vp ?vk? 

Level 17: lyr8 9bb669xp 2vk? 

Level 18: mfp8 9bb269zp tvk? 

Level 19: mym8 9bby691p kvk? 

Level 20: nfk8 9bbt693n ?vk? 

Level 21: nyh8 9bbp695n 2vk? 

Level 22: pff8 9bbk697n tvk? 

Level 23: pyc8 9bbf699n kvk? 

Level 24: qf?8 9bf?6?bm ?bk? 

Level 25: qy88 9bf66?dm 2bk? 

Level 26: rf68 9bf26?gm tbk? 

Level 27: ry48 9bfy 6?jm kbk? 

Level 28: sf28 9bft 6?ll ?bk? 

Level 29: sy08 9bfp 6?nl 2bk? 

Level 30: tfy8 9bfk 6?ql tbk? 

Level 31: tyw8 9bff 6?sl kbk? 

Level 32: vbt8 9bd? 6?vk 9vk? 

Skill Level — Bring It on! 

Level 02: cjpr 9bjl 68z? qvk? 

Level 03: clmr 9bjx 681? gvk? 

Level 04: djkr 9bjs6839 7vk? 

Level 05: dlhr 9bjn6859 zvk? 

Level 06: fjfr 9bjj 6879 qvk? 

Level 07: flcr 9bjd 6899 gvk? 

Level 08: gj?r 9bc9 69b8 8bk? 

Level 09: gl8r 9bc5 69d8 Obk? 

Level 10: hj6r 9bcl 69g8 rbk? 

Level 11: hl4r 9bcx 69j8 hbk? 

Level 12: jj2r 9bcs 6917 8bk? 

Level 13: jlOr 9bcn 69n7 Obk? 

Level 14: kjyr 9bcj 69q7 rbk? 

Level 15: klwr 9bcd 69s7 hbk? 

Level 16: Iktr 9bb9 69v6 8vk? 

Level 17: I2rr 9bb5 69x60vk? 

Level 18: mkpr 9bbl 69z6rvk? 

Level 19: m2mr 9bbx6916 hvk? 

Level 20: nkkr 9bbs6935 8vk? 

Level 21: n2hr 9bbn 6955 Ovk? 

Level 22: pkfr 9bbj 6975 rvk? 

Level 23: p2cr 9bbd 6995 hvk? 

Level 24: qk?r 9bf9 6?b4 8bk? 

Level 25; q28r 9bf5 6?d4 Obk? 

Level 26: rk6r 9bfl 6?g4 rbk? 

Level 27: r24r 9bfx 6?j4 hbk? 

Level 28: sk2r 9bfs 6?13 8bk? 

Level 29: s20r 9bfn 6?n3 Obk? 

Level 30: tkyr 9bfj 6?q3 rbk? 

Level 31: t2wr 9bfd 6?s3 hbk? 

Level 32; vgtr 9bd9 6?v2 7vk? 

Skill Level I ouin Doom! 

Level 02: cnn8 9bjO 680t nvk? 

Level 03: c5l8 9bjw 682t dvk? 

Level 04: dnj8 9bjr 684s 5vk? 

Level 05: d5g8 9bjm 686s xvk? 

Level 06: fnd8 9bjh 688s nvk? 

Level 07: f5b8 9bjc 68?s dvk? 

Level 08: gn98 9bc8 69cr 6bk? 
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Level 09: g578 9bc4 69fr ybk? 

Level 10: hn58 9bcO 69hr pbk? 

Level 11; h538 9bcw 69kr fbk? 

Level 12: jnl8 9bcr 69mq 6bk? 

Level 13: j5z8 9bcm 69pq ybk? 

Level 14: knx8 9bch 69rq pbk? 

Level 15: k5v8 9bcc 69tq fbk? 

Level 16: lps8 9bb8 69wp 6vk? 

Level 17: I6q8 9bb4 69yp yvk? 

Level 18: mpn8 9bbO 690p pvk? 

Level 19; m6l8 9bbw 692p fvk? 

Level 20: npj8 9bbr 694n 6vk? 

Level 21: n6g8 9bbm 696n yvk? 

Level 22: ppd8 9bbh 698n pvk? 

Level 23: p6b8 9bbc 69?n fvk? 

Level 24: qp98 9bf8 6?cm 6bk? 

Level 25: q678 9bf4 6?fm ybk? 

Level 26: rp58 9bf06?hm pbk? 

Level 27: r638 9bfw 6?km fbk? 

Level 28: spl8 9bfr 6?ml 6bk? 

Level 29: s6z8 9bfm 6?pl ybk? 

Level 30: tpx8 9bfh 6?rl pbk? 

Level 31: t6v8 9bfc 6?tl fbk? 

Level 32: vls8 9bd8 6?wk 5vk? 

Skill Level — Ulatch me diet 

Level 02: csnr 9bjz 680? Ivk? 

Level 03: c9lr 9bjv682? bvk? 

Level 04: dsjr 9bjq6849 3vk? 

Level 05: d9gr 9bjl 6869 wk? 

Level 06: fsdr 9bjg 6889 Ivk? 

Level 07: f9br 9bjb 68?9 bvk? 

Level 08: gs9r 9bc769c8 4bk? 

Level 09: g97r 9bc3 69f8 wbk? 

Level 10: hs5r 9bcz 69h8 mbk? 

Level 11: h93r 9bcv 69k8 cbk? 

Level 12: jslr 9bcq 69m7 4bk? 

Level 13: j9zr 9bcl 69p7 wbk? 

Level 14: ksxr 9bcg 69r7 mbk? 

Level 15; k9vr 9bcb 69t7 cbk? 

Level 16: Itsr 9bb7 69w6 4vk? 

Level 17: l?qr 9bb3 69y6 wvk? 

Level 18: mtnr 9bbz 6906 mvk? 

Level 19: m?lr 9bbv 6926 cvk? 

Level 20: ntjr 9bbq 6945 4vk? 

Level 21: n?gr 9bbl 6965 wvk? 

Level 22: ptdr 9bbg 6985 mvk? 

Level 23: p?br 9bbb 69?5 cvk? 

Level 24: qt9r 9bf7 6?c4 4bk? 

Level 25: q?7r 9bf3 6?f4 wbk? 

Level 26: rt5r 9bfz 6?h4 mbk? 

Level 27: r?3r 9bfv 6?k4 cbk? 

Level 28: stir 9bfq 6?m3 4bk? 

Level 29: s?zr 9bfl 6?p3 wbk? 

Level 30; ttxr 9bfg 6?r3 mbk? 

Level 31; t?vr 9bfb 6?t3 cbk? 

Level 32: vqsr 9bd7 6?w2 3vk? 

Super Passuiord 

Entering this code on the password 
screen will start you on the very last 
level with 100 health, 200 armour, all 
weapons, full ammo, backpack and the 
three pentagram items that enhance your 
laser gun, making it up to three times 
more powerful than the BFG9000. This 
weapon can apparently kill the last boss 
in four seconds. 

W93M 7H20 BCYO PSVB 

The pentagram items also let you use the 
three switches in the last level (letting 
you close all the gates that spawn the 
monsters) and make the laser shoot more 
quickly and strongly. 

Credit goes out to Justin McWilliams for most 
of the Doom 64 stuff. 

Visit his Website at:http://www.geodties.com 
/Paris/7499/index.html BN 
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Extreme B 

ChBCk out tliBBB codBO For tliB PaetBot. moot Puturiatic racor thorB la 

Extreme Speed 

For the ultimate challenge, try the Extreme Mode. Simply enter 'xtreme' as your name at the name 
selection screen (Contest Mode) and it cranks up the speed even more. Combine with Fisheye for 
some insane action 

Extremely Ghaetly 

Enter the word 'ghostly' at the name entry screen (Contest Mode) and all the track polygons will be 
transparent. You can now see right through the walls and even through the very ground you race on 

magniPy mode 

Enter the word 'magnify' at the name entry screen and your view will be strangely distorted (magnified). 
Your bike is now at the very bottom of the screen and everything will seem huge 

Race UpeldB Doiun 

Enter the word 'antigrav' at the name entry screen (Contest Mode) and you will finally be able to 
race upside down without standing on your head... 

Btealth mode 

Enter 'stealth' at the name entry screen (Contest Mode) and you will hear a confirmation sound. Now 
start a race and all drivers should be invisible, though you can still see their shadows and weapons 

The Ultimate Bike: Beon 

Finish the final circuit and you get Neon, the best bike in the game. All attributes are completely 
maxed out, including speed, shields and handling. You can also cheat your way onto it (see below) 

Ugly mode 

Enter uglymode' at the name selection screen (Contest) and you can see what Extreme G would look 
like without mip-mapping and texture transparencies. Very PSX-ely... 

UJirePrame mode 

Want to know what a Colour Virtual Boy version of Extreme-G would look like? Start a new Contest 
and enter your name as 'wired'. This will eliminate all textures and only give you wireframes 

Ride the Roach 

Finish Extreme G's Contest Mode on Meltdown and you receive Roach, an extremely high-performance 
racing machine. Use it to exterminate your enemies! 

Pisheye Lens 

If Extreme G is still not fast enough for you, how about an optical trick that makes the scenery fly by 
even faster? Go to the 'Contest mode, enter your name (press R, then press R to switch to lower case) 
and enter the word 'fisheye.' You will hear a confirmation code to tell you that the trick worked. The 
screen will be distorted (like with a fisheye lens) giving an even greater feeling of speed 

Race as a Boulder 

Extreme G lets you transform your bike (and everyone else's) into a rolling boulder! Start a new Contest 
and at the bike selection press R ~ this brings up the name entry mode. Press R again to switch to 
lower case, enter the word 'roller' (no caps) and you should hear a confirmation sound. Start the race 
and get ready for a different kind of Boulder Dash... 

Quit and still uiin 

Enter your name as 'RA50' at the name selection screen. If you quit out of a race the computer will 
still register you as a winner 

Race as Che Extreme G Team 

Enter your name as 'XGTEAM' at the name entry screen and then go back and change it to one of the 
first names of the game's programmers - you'll find these in the credits in the manual. Now start a 
race and you'll see the faces of the development team on top of the bikes 

Bhoot Pergus 

Enter your name as 'FERGUS' then go to the game's shoot-'em-up mode. You will then get to shoot 
Fergus McGoven, director of Probe! 

Ultimate Passujord 

Enter 81GGD5 at the password screen to unlock both the hidden bikes and a special hidden track 

Brive the Bean bike anU open all courses 

Go to the options menu and enter the password 61GGB5 to open all the tracks and ride the Neon bike 

Uleapons Cheat 

To receive weapons whenever you want, enter your name as 'arsenal' in the name selection screen 
in the Contest Mode 

Slippery Track 

Enter your name as 'banana' at the name entry screen in Contest Mode 


FI Pole PoBition 

Extra Car 

When you have become World Champion, reset your Nintendo and hold down both the A and 
B buttons when the Control Pak screen comes up. Now go to the car selection screen and you 
will have a special Ubi Soft car Qlf 


Boldeneye 007 

JO accBaa thB duHt in cheat menu in Oo/aenoyo you muat activate the cheata by 
completing each oF the ibvbIb uilthin a apeciFied time. Hou cannot enter any 
controller codea to activate them. Bee heloiu For dataila: 


Level 


Cheat 

DIFTiculty 

Time 

Level 1 

Dam 

Paintball Mode 

Secret Agent 

2:40 

Level 2 

Facility 

Invincibility 

00 Agent 

2:05 

Level 3 

Runway 

DK Mode 

Agent 

5:00 

Level 4 

Surface 

2x Grenade Launcher 

Secret Agent 

3:30 

Level 5 

Bunker 

2x Rocket Launcher 

00 Agent 

4:00 

Level 6 

Silo 

Turbo Mode 

Agent 

3:00 

Level 7 

Frigate 

No Radar (Multi) 

Secret Agent 

4:30 

Level 8 

Surface2 

Tiny Bond 

00 Agent 

4:15 

Level 9 

Bunker2 

2x Throwing Knives 

Agent 

1:30 

Level 10 

Statue 

Fast Animation 

Secret Agent 

3:15 

Level 11 

Archives 

Invisibility 

00 Agent 

1:20 

Level 12 

Streets 

Enemy Rockets 

Agent 

1:45 

Level 13 

Depot 

Slow Animation 

Secret Agent 

1:30 

Level 14 

Train 

Silver PP7 

00 Agent 

5:25 

Level 15 

Jungle 

2x Hunting Knives 

Agent 

3:45 

Level 16 

Control 

Infinite Ammo 

Secret Agent 

10:00 

Level 17 

Caverns 

2x RC-P90S 

00 Agent 

9:30 

Level 18 

Cradle 

Gold PP7 

Agent 

2:15 

Level 19 

Aztec 

2x Lasers 

Secret Agent 

9:00 

Level 20 

Egyptian 

All Guns 

00 Agent 

6:00 


There are also some weapon cheats that are activated by simply completing certain levels. 
For completing Janus Base and Antenna Cradle on Agent level you will be given the Magnum. 
Complete Aztec complex on Secret Agent level to gain access to the Moonraker Laser and 
finish the Egyptian Temple to get the Golden Gun. 

To get the extra missions on the one player game, complete the game at Secret Agent for 
the Aztec level and finish the game on 00 Agent level to get the Egyptian level. 

To access the hidden multiplayer characters just complete the game on Agent level. The 
characters include Mayday (from A View to a Kill), Oddjob (from Goldfinger), Jaws (The 
Spy Who Loved Me) and Baron Samedi (Live and Let Die). You will also be able to choose 
from any of the characters included in the game, including some extras such as the 
Moonraker Scientists. BH 


Hexen BN 



Tto accBBB the cheat menu, pauae the game and enter the Follotulng combination: 

Up C. Damn C. LeFt C. Right C. The uiord Cheat’ ohould noui appear at the 
bottom OF the menu. By aelectlng thia you’ll eee a net oF cheata. each oF mliich 

requlree a neui combination to he quickly entered: 


Invincibility 

UJalk Tbrougb Ulalls 

Level Belect 

Left C, Right C, Down C 

Up C (20 times), Down C 

Left C, Left C, Right 

C, Right C, Down C, 

Up C 

Kill Hll Enemies 

Full Health 


Down C, Up C, Left C, 

Left C, Up C, Down C, 


Left C 

Down C 


Entering the Collect auh-menu uilll give you another hot oF cheats, again all 

requiring their oiun comhlnatlona: 


HU Keys 

Full Health 


Down C, Up C, Left C, Right C Up C, Right C, Down C, Up C 

Full Health 

Full Health 


Right C, Up C, Down C, 

Up C, Left C (three times). Right C, 

Down C 

Down C (twice) 6M 



Unlhuited Turbo Boosts 

Enter your name as 'nitroid' on the name selection screen BN 
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J^leaguB / IBS Soccer 

Probadly the best Footle game ever bas Just got a little bit slllgl 


Tijua new Teams 

There are two ways that you can get these two new teams. Firstly, you could play through and beat the league mode - which is bleeding hard - or alternatively simply enter the following 
code at the title screen: 

Up, L, Up, L, Down, L, Down, L, Left, R, Right, R, Left, R, Right, R, B, A and then hold down Z and press Start. Now, that was much easier, wasn't it? 


Big Head Players 

To increase the size of your players' heads, a la NBA Jam, just enter the following code at the title screen; Up C, Up C, Down C, Down C, Left C, Right C, Left C, Right C, B, A and 
then hold down Z and press Start. This doesn't change the gameplay but is nicely daft! Gif 


direction and back. If done correctly, the smoke will change from 
white to yellow. Repeat the 'steering' motion and the smoke should 
change from yellow to red. Once the smoke is red, let go of the R 
button. If you have your speedometer on screen, you'll notice your 
speed go up for a few seconds 


Killer Instinct Gold 


Get all the bonus options — uiithout having to have your scraumy butt kicked every 
time Rrstl 


mirrared Tracks 

Gain a first place position on every cup in the ISOcc class. After you 
reset your machine, the title screen should have changed. Now go into 
GP mode and you'll find a new option - extra. Wham, bam - you can 
now race on mirrored tracks! 


Recess Hll Options 

To be able to access all of the game's level options without beating the game on the higher 
difficulty levels, wait for the character profiles to come up. Now press Z, B, A, L, A, Z. (That's 
the L button on the top left of the controller). 

The announcer will say 'Perfect' if you did it correctly 


Speed Burst 

As soon as the starting lights turn blue, hit the gas and hold it. 

You should now be able to achieve the speed burst that you need to 
get ahead! EM 


See the Ending Credits UJithout Beating the Game 

To check out the ending credits without beating the game (note: the credits only, you do 
not see any character's ending) wait for the character profiles to come up. Now press Z, L, A, 
Z, A, R. (That's the L and R buttons on top of the controller.) You'll see the game's credits come 
up if you did it correctly 


nPL Quarterback Club ’SB 


you must enter these cheats on the cheat menu [obviously] and you can 

only enter and use one cheat at a time 

GLYTHMD YLCTRCFB 

Makes the players huge. This also makes the Electric football mode 

commentator's voice become deeper! BGSPRDV 

RNLDSWZNGR Greater dive distance 

Will make your running backs run slowly but will BGBFYDF 

also make them almost impossible to bring down Maximum defence 

SMLMDGT YNSTYNS 

Shrink mode! Makes all of the players tiny Maximum discipline and awareness 

and will make the commentator's voice higher BGBFYFF 

BBMNTBL Maximum offence 

This code stretches your players TGHTGRP 

3PNSMWR No turnovers 

This does the opposite of the above cheat, LLFFSCK 

creating fat, squashed players Offence sucks 

WLTRPYTN 8DWN0RV 

Turns all of your running backs into Walter Players geteight downs 

Payton. Apparently he was a bit good! STNTXTM 

DWNDRV Secret quickplay teams 

Gives you an unlimited number of downs SNWSLDS 

MCHJNSN Sled mode 

Makes all of your players as fast as FRMBYFRM 

Michael Johnson Slow motion mode 

GTNHNDS BGTWSTRS 

Gives your players butterfingers. Spinning ball carrier 

The result: more fumbles! SPRBGRMS 

SPRSLYD Super players 

Makes the playing field rather slippery (100 yard code) 

STYCKYHNDS SPRTMMD 

Improves your players' catching skills Super team mode 

BRDWYNMTH SPRTRBMD 

Gives you an excellent quarterback Super turbo mode 

CRLLWYS SPRDPRTCKL 

Enables your team to jump as ^r as Carl Lewis Tackle always 

BGBFYFF NBCTCKLS 

Makes players stronger and faster Turn off tackle ball carrier 

LWYSTPSS LLCHTSFF 

Always tip the ball Turn off all cheats 

LDSTRTRK MNFLDMD 

Beam the Ball trick Up-and-over madness 

PBYBYMD PWHYRMN 

Crawlers Wimpy players 

LLDFSCK TRNTDLFR 

Defence sucks Zero quarterback accuracy QM 


Flag as Cargos! 

To play as Cargos, wait for the character profiles to come up. Now press Z, A, R, Z, A, B. (That's 
the R button on top of the controller.) Cargos will laugh if you've done it right 


To access the Sky Stage, both players must press Down + MK when they select their character. 
All subsequent battles will then continue to be on this stage until you decide to select a 
different battle arena BM 


madden BM 


Hidden Team 

To get the secret team enter the code TIBURON in Season Mode, Front Office, Create Player 
Name. Select Continue and SAVE, then back up (B) twice. Next select Exhibition Mode and 
you will be able to pick a large team - . 


Ending Bequence 

Hold L, R and Z as soon as the EA logo appears. If done correctly the end sequence will then 
appear immediately BM 


maria Kart Bk 


H couple OF cheatB to spice up your copy oF ffla/io Kart Bh— not that you could really 
Improve on this Fella! 


Race Hgainst Course Giiosts 

Mario Kart 64 has three perfect time trial boards. Secretly programmed into the game are some 
"course ghosts' that represent the development team's best time trial runs for those boards. 
The ghosts will follow the path that corresponds with their time. 

First go into the Time Trial mode and pick your player. Next, choose one of the levels below 
and get a time better than listed. 

Luigi Raceway - under 1'52"00 A ^ 

Mario Raceway - under 1'30"00 

Royal Raceway - under 2'40"00 

All of the course ghosts are automatically saved to 

your cartridge. 


Boost Trick 

Hold down the R button to slide around a 
corner and, continuing to hold down the 
button, 'steer' the joystick to the opposite 
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nBH 

Hangtime 

Shouj OFF to ail your matee with all 
the cheatB you'll ever need For the 
nfiM'a version oF the classic baskethall 
yame. HBH Jam 

Player Clones 

Fancy having two Dennis Rodmans on 
one team (and double the cack hairdos)? 
By using this cool clone code, you can 
now achieve your goal by cloning your 
favourite players. 

To access a clone, just enter their last 
name - see list below - and '0000' for 
the PIN number. For example - enter 
Rodman as your name and 0000 as your 
PIN to access the clone. Here's a listing 
of all of the duplicate players available: 

Ahrdwy (Penny Hardaway) 

Cliffr (Cliff Robinson) 

Davidr (David Robinson) 

Dream (Hakeem Olajuwon) 

Elliot (Sean Elliot) 

Ewing (Patrick Ewing) 

Glennr (Glenn Robinson) 

Ghill (Grant Hill) 

Hgrant (Horace Grant) 

Johnsn (Larry Johnson) 

Kemp (Shawn Kemp) 

Kidd (Jason Kidd) 

Malone (Karl Malone) 

Miller (Reggie Miller) 

Motumb (Dikembe Mutumbo) 

Mourng (Alonzo Mourning) 

Mursan (Gheorghe Muresan) 

Pippen (Scottie Pippen) 

Rodman (Dennis Rodman) 

Rice (Glen Rice) 

Smits (Rik Smits) 

Stackh (Jerry Stackhouse) 

Starks (John Starks) 

Webb (Spud Webb) 

Webber (Chris Webber) 


Hidden Players 

As with NBA Jam, you can access a huge 
amount of secret player characters, some 
of which are a tad bizarre! 

The name that you should enter is 
in bold. The PIN number you need to enter 
is in yellow. 

Amrich (Dan Amrich)2020 
Bardo (Bardo) 6000 
Carlos (Carlos Pesina) 1010 
Daniel (Dan Thompson) 0604 
Danr (Dan Roan) 0000 
Divita (Sal Divita) 0201 
Eddie (Eddie Ferrier) 6213 
Eugene (Geer) 6767 
Jamie (Jamie Rivett) 1000 
Japple (Japple) 6660 
JC (John Carlton) 0000 
Jfer (Jennifer Hedrick) 0503 
Jonhey (Jon Hey) 6000 
Kombat (Ed Boon) 0004 
Marty (Martinez) 1010 
Mednik (Mednik) 6000 
Minife (Minife) 6000 
Morris (Air Morris) 6000 
Mortal (John Tobias) 0004 
Monday (Larry Monday) 5432 
MXV (Vinikour) 1014 
Nick (Nick Ehrlich) 7000 
Nfunk (Neil Funk) 0101 
Patf (Pat Fitzgerald) 2000 
Perry (Matthew Perry) 3500 
Quin (Kevin Quinn) 0330 
Root (John Root) 6000 
Shawn (Shawn Liptak) 0123 
Sno (Sheridan Oursler) 0103 
Turmel (Mark Turmell) 0322 

Recess Secret Play 
modes 

The following codes are entered at the 
Tonight's Matchup' screen. You use the 
Turbo button to control the first number, 
the Shoot button to control the second 
number, and the Pass button to control 
the third number. Basically, it's much 
like the Kombat Kodes in MK Trilogy. 


025 - Baby Sized Players 
048 - No Music 
111 - Tournament Mode 
120 - Fast Passing 
273 - Stealth Turbo 
390 - No Pushing 
461 - Unlimited Turbo 
552 - Hyper Speed 
610 - No Codes Allowed 
616 - Block Power 
709 - Quick Hands 
802 - Maximum Power 
937 - Goal Tending 

Further Secret Cades 

To enter all of the following codes, just 
enter the sequences below whenever the 
screen switches from team select over 
to Tonight's Matchup'. 

The cheat box should flash if you have 
entered them correctly. 

Big Heads 

Hold Up, press Turbo and Pass at 

same time 

Huge Heads 

Up, Up, Pass, Turbo 

Shot Percentage On 

Rotate D-Pad clockwise, starting with Up 
No Tag Arrow 
Left, Left, Pass, Turbo 
No Drift 

Down, Down, Shoot, Turbo 

No CPU Assistance 

Hold Right (on the D-Pad) and press 

Pass, Pass 

Rooftop Jam 

Hold Left, then press Turbo three times 
All-American Basketball 
Hold Right (on stick) and press shoot, 
turbo, pass 

Random Team Select 

To have your team selected for you (you 
lazy people!) press Up and Turbo at the 
team select screen and the hard choice 
will be made. 


Change Rodman's 
Hair Colour 

While at the team selection screen, go to 
the Chicago Bulls and press the PASS 
button to change the big man's hair to 
different crazy colours. Bl| 


Pilotiuings BM 

Rn excellent Flying sim. uiith 
excellent cheats and oF course, an 
excellent cheat sectloni 

Find the Birdman Stars 

To play as the birdman, fly through one 
of the special stars that's located on the 
following levels: 

Holiday Island 

Found under the natural arch on the beach 
Crescent Island 

Found in a hidden cove on the beach 

Little States Island 
In Central Park in New York 

Arctic Island 

Deep inside the cave, down at the base of 
the waterfall 

We suggest that you use the Jet-Pac 
to find these areas 

Get a PerFectIDS on 
Jumbie Hopper 

Jump between the building you start on 
and the building in front. You should 
notice a doorway on the building in front. 
Go through this into the Nintendo building 
and out of the other doorway. As you leave 
the building you will be teleported to near 
to the end of the level. You can get a top 
score of 100 every time. 6N 


Ban Francisco Rush 

Attempt to Resurrect in Place 

On the setup screen hold Z and press Left C, Right C, Right C, Left C 

Ruto Abort Disable 

On the setup screen press Up C, Up C, Up C, Up C (quickly) 

Change Rear Tgre Size 

On the car select screen press Right C, Left C, Left C, Right C (enter again to vaiy tyre size) 

Change Front Tyre Size 

On the car select screen press Left C, Right C, Right C, Left C (keep entering to vary the 
tyre size) 

Change Gravity 

On the set-up screen hold Z and press Up, Down then let go of Z and press Up, Down, Up, 
Down (you can change back to normal by reentering the code) 

Change Vieming Distance 

Hold L and press up or down on the control stick while playing the game 

Disabie Car Coiiisions 

On the setup screen press Left, Right+ Right C, Up C, Left C, Down C, Z 

Foggy flight 

On the options screen during gameplay select 'extreme fog' with all C buttons held down 


Fog Colour 

On the car select screen hold Z and press Down C, Down C, Down C 

Ro Game Driver 

On the setup screen hold Z and press Down C, Up C, Up C, Down C 

Turn Car into Aline 

On car select screen press Right C, Right C, Z, Down C, Up C, Z, Left C, Left C 

Turn OFF Track Textures 

On the setup screen press Right C+L, Z, Right C+L, Z 

Change Car Size 

On the car select screen press Down C, Up C, Up C, Down C (quickly) 

Drive Cab 

Get half the keys on any course to unlock the cab. There are six to eight keys on each 
track and the car they unlock is exclusive to that track 

Drive Hot Rod 

Getting all the keys on any course will unlock the hot rod 

Turn Cones into Alines 

On set-up screen press L, R, L, R, L, R (quickly) 

Upside damn tracks 

On set-up screen press Up, Right, Down, Left, Down Right, Up, Left 6M 
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ShadDUJS oP the Empire 


Collect all challenge points on Jedi setting and the Wampas from the "Escape from Echo Base" stage 
will follow you and attack your enemies for you - that way at least he's on your side! 0I<| 


maybe it’s worth collecting all those pesky challenge points In this awFul Star UJars cash in aFter alll 


Challenge Points 

Collect all the challenge points on the Easy setting - during the game hold down the camera 
button for five seconds and you get the Leebo Scanner 


Collect all the challenge points on the Medium setting and during the SkyHook Battle x 

stage hold down the camera button for five seconds and you can fly as an X-Wing. Hold down 

the button for another five seconds and you can fly as a TIE Fighter. If you hold down the button for another five 

seconds, you'll go back to the Outrider 


Collect all the challenge points on the Hard setting and in the game you will get invincibility for 30 
seconds and start with all weapons 



Super maria Bh 


going through the door, quickly execute a jump kick, back at the door. Usually 
you'll go through the door completely, without opening it. However, if you 
time it right, half of Mario will be on one side and his other half will be on 
the other side. There is a situation in which you can actually do something 
weird with this trick. If you manage to find the rabbit in the basement and 
catch him, don't collect his star. Instead, carry him to a door and put him 
down just in front. Go through the door and try the jump kick trick 
mentioned above until you get Mario on both sides of the door. Now pick 
the rabbit back up and set him down on the other side of the door. Go 
through the door - you can carry the rabbit to some other parts of the castle. 

\ This serves no real point at all though... 


Some bizarre eecrete. all contained in the beet platForm game ever! 


Go to Snowman's Land (Course 10). Once you're there, get to top up 

I by the snowman's head, as if you were about to cross the ice 
bridge with the big penguin's help. Now, go ahead and let the 
snowman's breath blow you off the bridge. Your hat will fall off - 
don't go and pick it up! 

Take Mario past the grey star spot, the small 

snowman, and ^ 

towards the two pine |B 

The second tree the two is a H 

teleport, so use it. Now step back and ™ 
teleport again - do this at least three 
. -V times. 

^ 1 Once you've teleported a few times, 
go back to your hat and look at it 
carefully. Examine it from all sides. 

What you'll see is a bunch of 
hats stacked up on each other. 

Pick up one hat and Mario will put it on his head, whilst 
the other hats will still stay on the ground! Now, pick 
up the other hats and Mario can now carry them all 
around with him! 

He can now kill baddies with them, plus 
he won't put it back on until you either teleport 
with him, get a star, or leave the level - time 
for 


Him ButterFlies into OnO'Ups 

For Course 2, Course 12 and Course 13. 

Sometimes a bunch of butterflies will come 
. out of the grass or trees. If you 

punch the butterflies, they turn 
into bombs that chase you. They 
will then either simply explode or 
else turn into one-up mushrooms - 
which is always handy! 


Control the Ending Camera 

During the ending sequence after you beat 
Bowser, you can control the camera if you have a 
second controller plugged in. 

Now using controller two's analogue control stick you can 
move the camera in many different ways during the sequence 
with the Princess and also during the re-cap of the levels 
you've seen. 


Carry the Rabbit to Other Hreas 

Find a door which you can easily go in and out of. After 


total 64 volume two 

ISSUE TWO 







LJavB Race Bk 


Tetriephere 


Have you ever Fancied riding on the back oF a dolphin? 
lilBlI here'e your chancel 


To enter these cheats you must First activate the 
extra ‘characters’ on the screen uihere you 
enter your name. To do ' 

this hold the leFt 
shoulder button. 

ujhilst holding doom . .. f.) ^ 

the right and douin ^ 

‘C buttons, nouj enter ^ 

the Folloujing names to 
activate the cheats: 


Extra music 

G (alien's head) ME BOY 


Bacrat Gama 

LINES 


Laval Salact 

Enter the bottom five characters from left to right 
SATURN, SPACESHIP, ROCKET, SKULL AND HEART 


Vortax 

Type in VORTEX then hold down the shoulder buttons and press RESET on your N64. Keep 
the RESET button held down in order to see the 'Vortex'. Wow! BN 


Hem Stunts 


Double Flip Stunt 

First get some speed with the jet ski. When you are on the ramp, tap up at the top of the 
ramp and hold down to do your flip. Instead of making the character do one complete flip, hold 
the down button longer so that he does another turn. If you have done it correctly he will 
land perfectly and ride on without falling off. 


Ramova Bi-'linaar Filtering 

While playing the game press B, Left, Right, Up, Left, Z, Right 


Halicoptar Btunt 

This is a variation of the flip, where you spin sideways. When you are going on the ramp, 
turn sharply diagonal left-up or right-up, then hold down to do a sideways flip. 


Rainbouj mode 

While playing the game press Down C, Z, B, Up, Up, Right 


Baachball Car 

Finish the fourth year and you will receive the Beachball Car 


Halicapcar into a Flip Stunt 

Do the helicopter stunt as listed above but hold the down button for longer. It will look 
like he does a helicopter move, but then he will rotate so he's in an i^right position 
and do another flip. 


mirror Cars 

Finish the fifth year and a new 'Easter egg' will allow you to change your car texture to 
mirror. Simply press the Down C button on the car selection screen to access it BN 


Triple Flip 

You need a lot of speed and a lot of air to do this. Tap up at the top of the ramp, start 
doing the flip and hold down. You need a lot of speed for this one, so do not try to do 
any turns as they will slow you down or stop you completely. 


Turok: Dinaaaur Hunter 


Dolphin Racerl 

To be like that horrible kid in Flipper, follow these directions; 

Select the Stunt Mode and play in Dolphin Park. From there you need to go through all the 
rings and do all the stunts (see the list below) which include diving underneath the water 
from a ramp. If you did everything correctly, you'll hear the dolphin squeaking when you 
cross the finish line. 


Here are some excellent cheats For one oF the best 
games lue have ever seen. Houj all the secrets are 
yours For the picking. 

Hlas. me haven’t got a j 

cheat to stop those / 

bleeding T-Rexo 
From scaring 


Dolphin Tricks 

HANDSTAND 

(off throttle - press down and up) 

SPIN, IE. "BACKWARDS RIDE" 

(off throttle - move the stick clockwise) 

STAND 

(off throttle - move stick counter-clockwise) + Somersault (hold down) 
ROLL LEFT 

(off ramp - tap right and hold left) 

ROLL RIGHT 

(off ramp - tap left and hold right) 

FLIP 

(off ramp - hold up then quickly press down) 

DIVE 

(off ramp - hold down then quickly press up) 


Enter all of these codes at 
the cheats screen: 


DLKTDR - Pen and Ink Mode 
(black and white wireframes) 

SNFFRR - Disco Mode VV/ ‘ 

(strobe lights and 
disco dancing enemies) 

FRTHSTHHRLSCK - 
Infinite Lives 
THBST - Gallery 

(view, scale and rotate all 3D enemies) 
FDTHMGS - Show Credits 
THSSLKSCL - Spirit Mode 
(gives invincibility and slow moving enemies) 
CMGTSMMGGTS - All Weapons 
BLLTSRRFRND - Unlimited Ammo for weapons 


Now exit and select Championship Mode and then Warm Up. When "• / 
selecting a character, hold down on the analog stick and when you start 
you'll be riding a dolphin! 


Speed Burst 

Try to press and hold down the gas button, right 
before the announcer says, "Go!" If you can time 
this correctly and hit the gas just right, you'll gain a 
perfect start and a valuable speed advantage BN 


After you have entered one of the above cheats, you will now be able to access a new 
option called "Cheat Menu." Enter this option and you can now select whether to turn 
each cheat ON/OFF BN 
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DHTEL CODEB 


Ever manted to get more out oF your games or just Peel 
the need to cheat to get all oF those hidden secrets? IF 
the ansuier is yes, then the Datel Action Replay Cartridge 
could he For you. Rs the latest addition to our Cheat Zone, 
me present a Full listing oF Datel Codes For UK games. 

Ulhat Is R Datsl Cartridge? 

Quite simply this is a device that slots between your game cartridge 
and the N64. It enables you to enter the codes printed below and thus 
access these cheats. The Datel Action Replay Cartridge can be purchased 
from most good computer game stores for around £45. 


UK CODEB 
BUmBERmHO Bk 


1 Infinite Lives 

802AC617 0063 

2 Stop Timer 

802AC633 0000 

3 Infinite Credits 

802AC61B 0063 

4 Press PAR Button For 99 Gems 

882AC61F 0063 

EXTREfBE B 


1 Infinite Turbos 

801651CB 0003 


801651CF 0003 

2 Have 255 Race Points 

80169837 OOFF 

3 Have Roach Bike 

8016983F 0008 

4 Have Neon Bike 

8016983F 0009 

5 Anti-Grav + Fish Eye Lens 

80097687 OOOA 

6 Anti-Gravity Mode 

80097687 0008 

7 Boulder Mode 

80097687 0001 

8 Boulder Mode + Fish Eye Lens 

80097687 0003 

9 Boulder Mode + Wireframe Mode 

80097687 0011 

10 Extreme Mode 

80095F6E 0002 

11 Fish Eye Lens 

80097687 0002 

12 Ghost Mode 

80097687 0040 

13 Magnify Mode 

80097687 0004 

14 Stealth Mode 

80097687 0020 

FIFR BM 


1 No Of Goals Player 1 

80119043 OOXX 

2 No Of Goals Player 2 

80119047 OOXX 

BBLDEBEBE DD7 


DAM 


1 Infinite Health 

810BA3DC 3F80 

2 Infinite Ammo 

800BAB97 0007 

FACILITY 


3 Infinite Health 

8109D7DC 3F80 

4 Infinite Ammo 

8009DF97 0007 

RUNWAY, SURFACE a & DEPOT 


5 Infinite Health 

810C07DC 3F80 

6 Infinite Ammo 

800C0F97 0007 

BUNKER a, b & SILO 


7 Infinite Health 

8109AFDC 3F80 

8 Infinite Ammo 

8009B797 0007 

FRIGATE 


9 Infinite Health 

810ADBDC 3F80 

10 Infinite Ammo 

800AE397 0007 

SURFACE b 


11 Infinite Health 

810CCFDC 3F80 

12 Infinite Ammo 

800CD797 0007 

STATUE 


13 Infinite Health 

810AC7DC 3F80 

14 Infinite Ammo 

800ACF97 0007 


ARCHIVES, CAVERNS & CRADLE 

15 Infinite Health 810CCC3C 3F80 

16 Infinite Ammo 800B4797 0007 

STREETS 

17 Infinite Health 810BDFDC 3F80 

18 Infinite Ammo 800BE797 0007 

TRAIN, JUNGLE & CONTROL CENTER 

19 Infinite Health 810A77DC 3F80 

20 Infinite Ammo 800A7F97 0007 

TOTAL 64 volume two 
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HEXEn BM 


1 Invindbility 

8113F11C FFFF 

2 Always Have Axe/Staff/Frost Shards 

3 Always Have Hammer/Firestorm/ 

8013F147 OOFF 

Arc of Death 

8013F149 OOFF 

4 Always Have Quietus/ 


Wraithverge/Bloodscourge 

8013F14B OOFF 

5 Infinite Blue Mana 

8013F14D OOCF 

6 Infinite Green Mana 

8013F14F OOCF 

7 Have All Items And Artifacts 


(See Note below) 


8013F119 0020 

8013F091 0001 

8013F093 OOFF 

8013F095 0002 

8013F097 OOFF 

8013F099 0003 

8013F09B OOFF 

8013F09D 0004 

8013F09F OOFF 

8013F0A1 0005 

8013F0A3 OOFF 

8013F0A5 0006 

8013F0A7 OOFF 

8013F0A9 0007 

8013F0AB OOFF 

8013F0AD 0008 

8013F0AF OOFF 

8013F0B1 0009 

8013F0B3 OOFF 

8013F0B5 OOOA 

8013F0B7 OOFF 

8013F0B9 OOOB 

8013F0BB OOFF 

8O13F0BD OOOC 

8013F0BF OOFF 

8013F0C1 OOOD 

8013F0C3 OOFF 

8013F0C5 OOOE 

8013F0C7 OOFF 

8013F0C9 OOOF 

8013F0CB OOFF 

8013F0CD 0010 

8013F0CF OOFF 

8013F0D1 0011 

8013F0D3 OOFF 

8013F0D5 0012 

8013F0D7 OOFF 

8013F0D9 0013 

8013F0DB OOFF 

8013F0DD 0014 

8013F0DF OOFF 

8013F0E1 0015 

8013F0E3 OOFF 

8013F0E5 0016 

8013F0E7 OOFF 

8013F0E9 0017 

8013F0EB OOFF 

8013F0ED 0018 

8013F0EF OOFF 

8013F0F1 0019 

8013F0F3 OOFF 

8013F0F5 OOIB 

8013F0F7 OOFF 

8013F0F9 OOlC 

8013F0FB OOFF 

8013F0FD OOID 

8013F0FF OOFF 

8013F101 OOIE 

8013F103 OOFF 

8013F105 OOIF 

8013F107 OOFF 

8013F109 0020 

8013F10B OOFF 


Note: As you can see the list of codes for 'Have All Items/Artifacts' 
is quite long. I am a bit dubious about giving these codes out at 
the moment This is because the GameShark at the moment will 

only activate 15 codes at a time (though a 

new patch is coming 

soon!) but as you can see, there are five times that amount of 

codes above. As you will know from Hexen, 

to select an Artifact 

you move along a scrolling bar until you reach the item you would 
like to use. From the above codes you will see the first code is 
8013F119 0020. This code opens the appropriate amount of slots 
in the activation bar. This particular code will open 32 slots (0x20 
[HEX] = 32 [Dedmal]). You can adjust the value of this code to 
how many items you have or you can just leave it at 0x20. 

Looking at the next code which is, 8013F091 0001; 8013DAC1 

corresponds to the slot in which the artifact will be placed (in this 
case it is slot 1 on the activation bar) and 0001 corresponds to 
which item is to be placed in the activation bar. There are 32 

items in all. 


mORTHL KDITIBBT TRILDBB 


1 Player 1 Unlimited Energy 

801698AD 00A6 

2 Player 2 Unlimited Energy 

80169B81 00A6 

3 Player 1 Aggressor Text to Energy Bar 

80169941 0030 

4 Player 2 Aggressor Text to Energy Bar 

80169943 0030 

LBLHT UJRRS 


1 Infinite Lives 

80163C09 0063 

2 Infinite Bombs 

80179F0B 0005 

RIRC 


1 Infinite Time 

8009498F 003C 

2 Always First 

800A9107 0000 


PILOT mmes bh 


1 

Unlimited Fuel Rocket Belt 

803669A9 0081 

2 

Unlimited Fuel Gyrocopter 

80366989 0081 

6HRDBUJB OF THE EOIPIRE 

1 

Unlimited Lives 

800E2333 OOFF 

2 

Unlimited Missiles 

800E1265 OOFF 

SUPER RIRRIO BM 


1 

Press PAR button for 99 Coins 

883094D9 0063 

2 

Unlimited Lives 

803094DD 0064 

3 

Unlimited Energy/Breath 

813094DE 08FF 

4 

Invisible Mario 

803094E0 0020 

5 

Half Mario 

803094E1 0000 

6 

Limbo Mario 

8030961C OOCO 

7 

Mario Runs Backwards 

8030961E 0080 

8 

Big Fist Mario 

8030961B 0010 

9 

Unlimited Hat Usage 

813094E6 FFFF 

10 

No Power Display 

803094E3 0001 

11 

Mario Runs Bent Over 

8030961C 0050 

12 

Strobe Mario 

803094F0 0078 

13 

Rubber Walls 

81309434 FFFF 

14 

Crazy Camera 

81309263 0095 

15 

Flat Mario 

803094E4 0078 

16 

Jumping Hurts You 

803094EC 0078 

17 

Die Before You've Moved 

803094E2 0078 

TOP BERR RRLLS 


1 

Only Race 1 Lap Championship 



Mode 

8031EBDB 0002 

TUROK - DiOOSRUR HOOTER 

1 

Have All Keys 



80128DE3 0007 

80128DE7 0007 


80128DEB 0007 

80128DEF 0007 


80128DF3 0007 

80128DF7 0007 


80128DFB 0007 


2 

Unlimited Arrows 

80128D7F OOFF 

3 

Unlimited Chronoscepter Ammo 80128D93 OOFF 

4 

Unlimited Mini Gun Ammo 

80128D83 OOFF 

5 

Unlimited Pistol/Rifle Ammo 

80128D63 OOFF 

6 

Unlimited Quad Rocket Ammo 

80128D8B OOFF 

7 

Unlimited (Auto) Shotgun Ammo 80128D67 OOFF 

8 

Unlimited Fusion Cannon Ammo 80128D8F OOFF 

9 

Unlimited Rifle/Alien/ 



Particle Ammo 

8012806B OOFF 

10 

Activate Pistol 

80128DA7 0001 

11 

Activate Shotgun 

80128DAB 0001 

12 

Activate Automatic Shotgun 

80128DAF 0001 

13 

Activate Assault Rifle 

80128DB3 0001 

14 

Activate Pulse Rifle 

80128DB7 0001 

15 

Activate Mini Gun 

80128DBB 0001 

16 

Activate Grenade Launcher 

80128DBF 0001 

17 

Activate Particle Accelerator 

80128DC3 0001 

18 

Activate Quad Rocket Launcher 

80128DC7 0001 

19 

Activate Alien Weapon 

80128DCB 0001 

20 

Activate Fusion Cannon 

80128DCF 0001 

21 

Activate Chronoscepter 

80128DD3 0001 

22 

Activate Quake Mode 

801195EE 0010 

23 

No Limits 

801195EC 0008 

UJRVE RRCE BM 


1 

Super Speed XX (00-FF) 

801C0077 OOXX 

2 

Misses Don't Count 

801C007F 0000 

3 

Infinite Time Stunt Mode 

801C020E OOFF 


Hll codes are supplied by Datel Design 
and Development Limited. Total EN 
takes no responsibility For tbe 
reliability oF these codes. 
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WIN! WIN! WIN! WIN! WIN! WIN! WIN! 

Ill IK year EBEE snbstriptieiis tii lani 114 ip fir inks! 


% 


RewterSinqr 

SfncB ljbYb BtBrnally dBdicatBd to our raadarB’ OBBdB, ljb luant 
to knoiu luhat you think, hoijj you act and juBt Bxactfy luhat you 
aro! !Jbb, you can help ub in our continuiny qucBt For the pcrPcct 
ilEM mayazioB and yivB yourociP a chance oP ujinniny one oP ten 
one year BubBcriptiono to Tothl Bh! Hii you have to do iB Piii out 
thiB Bimpie quBBtionnaire, cut the paye out oP the mayaziOB, Poid 
it up and Btick it toyether uiherB it oayB and Bend it to ub by 30th 
Olay. Hii quBBtionnairBB miii be kept Btrictiy conPidentiai and your 
aoBUJBrB ujiii not aPPect your chance oP minniny. Honeot. 


ABOUT YOU 


1. Name 


2. Your age 


3. Are you: QMaLe QFemaLe 

4. Are you: Q Married Qsingle 

5. Address: 

6. Are you: QUnempLoyed QEmpLoyed 

Q Student Q At School 
If employed please specify: 

Your job title 
Type of Business 

We'd like to ask some questions about the products 
you buy and the way you spend your leisure time: 


7. How often do you shop for clothes? 

Weekly 

10. Which of the following do you have in 
your household? 

O VCR 

Every other week 

Q Satellite dish 

Once a month 

Q Cable TV 

O Every other month 


(3 Four times a year 

O PC 


CD player 

8. How much do you spend on clothes a year? 

Q Under £250 Q £250-500 

Q PlayStation 

Q £500-£750 Q£750+ 

Saturn 

9. Which of the following do you have? 

11. Do you regularly buy singles and albums? 

Credit card 

Q Yes No 

Store charge card 

12. If yes, how many have you bought in the 

last six months? 

Cheque guarantee card 

Q None O 

Cash dispenser card 

0 4-6 0^-9 

None 

+ 

o 

5 


(please specify number) _ 
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REHDER SURVEy 


REHDER SURVEy 



a 


FOLD 

HERE 


A 


FOLD 

HERE 


13. How many times have you visited the 
cinema in the last six months? 

Q None 

Q 7-12 Q 13-18 

Q 18+ (please specify number)_ 


YOU AND YOUR N64 


14. Do you own an N64? 

O Yes O 

15. If not, do you intend to purchase one in 
the next six months? 

O Yes O 1^0 

16. Where do you get your games from? 

Q Buy them 

Borrow from friends 

Hire from rental 

(tick more than one if applicable) 

17. How many games do you own? 

O 1-5 O 5-10 

O 11-15 O 20+ (please specify number) 

18. How do you decide which games to buy? 

(^ Magazine reviews 

(^ TV exposure 
(^ Advertising 
(^ Word of mouth 


18. Which game genres do you enjoy? 

Q First-person shooters 

(3 Platformers 
(3 Driving 
(3 Beat-'em-ups 
(3 Sports 
O RPGs 
3 Puzzles 

19. What is your favourite N64 game? 


THE MAGAZINE 


20. What made you buy this issue of Total 64? 

O I am a regular reader 

Q The cover price 
Q The free gifts 
Q Saw it advertised 

21. How many people read your copy of the 
magazine, including yourself 

Q1Q 2 3 3 3 ^ 3 ^ 

22. Please mark these following features out 
of five (l=poor 5=excellent) 

(3 News 

3 First Looks 


3 Reviews 
3 Features 
3 Cheat Zone 
3 Letters/High Scores 
3 Players Guides 
3 Free Gifts 

23. What, in your opinion, would you like to 
see in the magazine? 


24. How much do you spend on magazines 
per month? 

3 £2-£5 3 £5-£10 

3 £10-£15 3 £15-£20 
3 ^^ore than £20 (please specify the amount) 

25. Which of the following N64 magazines do 
you buy? 

3 Official Nintendo Magazine 
3 N64 Magazine 
3 64 Magazine 
3 N64 Pro 

26. Which other non-N64 magazines do you 
read regularly? 

Thank you - NOW post it IMMEDIATELY! 


3 other (please specify)_ 3 Previews 

FOLD TOP DOWN IN DIRECTION OF ARROW, DO SAME WITH THE SECOND FOLD, THEN SELLOTAPE THE BOHOM 


S4 


Reader Survey 


PLEASE 

AFFIX 

STAMP 


Rapide Publishing 
1 Roman Court 
48 New North Road 
Exeter 
EX4 4EP 
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GAMESTER 

LIVIPj 


T he Firing Line is very 
proud to announce 
that uie have a neiu 
sponsor. Thanks to 
those lovely people at 
Bamester LIHP - makers oF 
Fine accessories For your REk 
-lue'veyot loads oFjoypads 
to give to BOD! 

Every month, the lucky 
readers uiho get their letters 
printed in the Firing Line uiill 
receive nne their LXH joypads, 
pictured belnui. Rot only that, 
the sender oF the star letter 
mill also receive a steeriny 
mheel morth £60! Rom that's 
yot to be morth mriting in For! 



It'S that tiiTiB OF 
thB month again 
luhBn our littiB 
posthag Farrat 
dOBS his stuFF. 
This month ho 
is mostig sating 
smaii chunks oF 
vanilia navoursd 
FUdgsl IliCB_ 


□EAR S1H /MADAM 


It affords me much pleasure to write you this letter. I 
know by the grace of our almighty God, everything is 
moving on systematically. 

Please permit me to introduce a little bit about myself 
to you. King K. Acheampong is my name and I am a 
Ghanaian boy of eleven years of age. At the moment, I 
am attending Nungua Presby Junior Secondary School. 

I was very excited when I got your address from a 
magazine and I did not hesitate to write to you. I hope 
you will appreciate my aim in writing to you, it is just 
because I am very interested in playing videogames and 
TV games but I don't have any of these games. 

All of my friends and my elder brothers have posted 
letters and they all have got games. But I alone haven't 
got any of the games, so I asked them to give me one of 
their games to play. They said they won't give me any, 
so I should go and find some to play and they tease me 
and also they laugh at me. 

In Ghana, it is difficult to get these games. So I decided 
to write to you if you will help me to get games like TV 
games or videogames. 

Therefore, I will appreciate it very much if you can 
kindly please send me one of your games with a cartridge 
and some magazines. 

Please I want you to read Psalm 41: 1 to 3 and you 
will hear the word of God. 


Finally, I hope my request will meet your kind 
consideration and approval. 

Thank you very much for reading my letter and I hope 
you will accept it. I hope you will not fail me. 

May the good Lord bless you all and be with you all 
forever and ever. May God provide you all with all your 
needs and protect you all. 

May God expand this company and take care of you 
all. Amen. 

I wish to end here with much greetings to you all 
from Ghana. 

I wish you a happy New Year. 

I wish you all a good successes in all your plans. Till I 
hear from you, is bye. 

Thanks for your kindness. 

God bless you. 

Yours Sincerely 

■ K. K. Hcheampong, Ghana - LUcBt HFrica. 

The Truth... 

UJe refer you to Psalm 12:32/b (the bit written in small 
letters) that says: Thou shalt not giue away free Hintendos 
to the one, as the many will expect it for free and that's just 
not on. Unless, you're a real King and want to malces us all 
Princes - in which case, the games are in the post! 


Quick Q&A 

1. How do I defeat the king bomb? 

2. How and where can I find the switches for the boxes ? (The green, red or blue ones on course one)? 

3. How can I get a star and where are they? 

■ Jonathan newcombe [age 12] London. 

The Truth... 

1. Run behind him, pick him up and throw him. Be careful not to throw him off the side though, or the battle 
will become uoid. 

2. You need to find three special switches: 

Red Switch: Rfter you haue ten stars, go back into the main hall and look into the sunlight. 

Green Switch: Find the leuel with Hessie and ride her to get to a door that contains the switch. 

Blue Switch: UJhen the moat s been drained, go down the hole and follow the course around to reach the switch. 

3. Err. . . Which one, exactly? There are 120 to choose from! 
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Right, anyway - I think that any (sane) person will tell you that the best 
game on Mario Aii-Stars for the SNES was, undoubtedly, 

Mario Bros. 5. So, imagine a sequel to Mario 64 with 
the awesome variety that Mario 3 offered - raccoon 
tails, frog suits, tanuki suits, hammer suits, the fire 
flower and, of course, that little green boot you 
could jump around in. All this in glorious 3D, 
using raw 64-Bit power. 

Then there would be the enemies. ^ 

Although fantastic, I just didn't think 

that Mario 64 really had a big enough variety of bad 

guys. We want all the bad guys from all the Mario 

games, especially the Hammer Bros, and the Baseball 

guys from Mario World. ^ ^ 

I'm just trying to imagine a game with that variety, 
especially if it was brought out on cartridge and 
then new levels could be made available on the 
64DD using extra discs and the Internet access 
(which should be great). 

Anyway this is probably getting a bit boring by now, so I'll just say imagine 
a game of that variety and then finish. 

"Imagine a game of that variety!" 

Oh, before I go, I have a question or two: 

1. What are the chances of a sequel to the fantastic Blast Corps! 

2. Have you heard anything about the sequel to Pilotwings 64 and will it 
have a multiplayer option? 

Thanks very much for taking the time to read this and I hope you print 
this letter, so that other people can write in 
with their suggestions for sequels to ^ 

their favourite game, knowing that 
you'll try your hardest to find answers 
to our questions. 


Cheers 

■ matthBiu marr, Cleveland 


ne Truth... 

Yes, me totally agree mith you 
on the Mario Jpoint and me pray to the 

Lord Almighty [sorry, mrong letter) that Shig Miyamoto is playing around mith 
these ideas (and hopefully mith a fern nem ones as mell). "Imagine a game of 
that variety!" Anymay, here are the ansmers to your questions: 

1. UJe'd love to see one, but can you think of any 
may of bettering that game? 

2. As far as me knom, PUotu/ings 2\\.as been 
delayed indefinitely by Nintendo, as they focus 
all of their mighty pomers on forthcoming 
softmare for the 64DD. 


he Star Letter is a bit special this month - it was actually 
intended for the High Scores page (with a few questions 
thrown in) but it was such a nice surprise to get this 
wonderful package of toys, we had to give it him... 


1. Is there any sign of Wave Race 64 2, Mario Kart 64 2, 
Top Gear Rally 2, Doom 64 2, or Pilotwings 2? Or 
even better still, a Bomberman 64 2 or a Starfox 

64 2? ^ 

2. Do you know if there will be a Blast Corps 21 1 1 

3. Are you guys all friends with the Nintendo M I 
Magazine staff? 

Brain Strain: Who's a bit fat, has a turd-like 
peak on his head, is a classic, has more than six ^ 
games named after him and has a whole family? " 


■ Florian Kratke [aged 10], The netherlands 


The Truth 


1 . Top Goar Rally 2 is already in 
^ production nom and 

should be out sometime this year and 
there's an another Bomberman game out in 
the summer. As for the other games in 
question, me'ue heard no nems. 

? ” 3. UJe've never met them 


Florian also sent us in a load of cool stuff 
including a cat mask (complete mith blue 
lenses) as modelled by our nem staff member. 
Simon Phillips. 

Here you are, see for yourself. .. 


1. Does anyone have any clues as to 
the price of the eagerly awaited 
add-on, the 64DD? 

2. Is Pocket Monsters Stadium coming 
out in the UK? 

3. Will a game on DD disk cost less 
than one on cart? 


■ Stuart Lee, ISolverhampton. 


The Truth... 

1. Nintendo have hinted that the price of the ^ A 

64DD mill be less than that of the N64 console itself mk 

but me have no concrete nems. ^ 

2. lUe don't knom! 

3. It's likely that update disks (such as the F-2ero Mane] mill cost less 
than cartridges but nem games are likely to be the same price. 
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jPEAR FIRING LINE 


□EAR T0TAL64 


I am a really huge fan of 
your magazine, but I feel I 
should get straight to the 
point of things. 

I am deeply concerned 
now about the progress of 
Mission: Impossibie. I have 
not heard anything about 
this game for over six months 
and am getting really worried 
about it. When I first read 
the preview and review of 
this spectacular game, it hit me straight in the heart. It seemed to have all 
of my favourite ideas for a game, except that it's all in one. I began getting 
all excited and fidgety - so much so, that I was desperate to know when the 
release date was. 

But that was a couple of months back from now and it seems as though 
the entire project of Mission: Impossible has seemed to go into hiding. I 
have not heard anything at all about it and am desperate to know what has 
happened! I have recently 
gone into a deep depression 
because of this, so please 
could you answer some of 
my troublesome questions: 

1. Will Mission: Impossible 
ever be released? (and if so, 
can you say when?) 

2. Can an RPG released on 
the 64DD be as long as Final 
Fantasy VIH 

3. I've heard that the 
64DD will have a modem 
built into it, allowing you to use the Internet. If this is so, will this mean 
paying extra phone bills, because the Internet does cost money. Will we be 
able to play Goldeneye with people around the world? 

I sure hope these questions weren't too difficult for you guys, but I got 
to go, it's for my medication to cure my depression. By the way, answering 
these questions may cure my depression, who knows...? Anyway, carry on the 
great work. I'll be buying this mag throughout 1998-'99. 

Yours truly 

■ Kai UJai Tang, Heeton in middlBBBX 




The Truth... 



Mission: Impossible, the story so far... Originally scheduled for release 
in the Autumn of 1Q97, the game uias put back after the release of Goldeneye. 
The reasons? UJelU the developers thought that the games uiere perhaps a 
little too similar (for that read 'Goldeneye better"). 
Anyuray, the game uras then given to Infogrammes 
to develop and has nour been given a new release 
date of late July/early August this year. Definite. 
In fact that date is so definite, ure hope to bring 
you some neuis in the next tmo or three issues. 
Anyu/ay, where on earth did you read a review 
for the game? There's been no such thing! 

As for APGs on the 64DD being as big as Final Fantasy 
UII on the PlayStation, well the 64DD allows 
something called 'hot swapping". 
This will enable games to come on 
as many disks as is required. So, in 
theory, a game could be as big as a 
big bus. Or something. 

A modem? UJell Nintendo have gone 
on record in the past saying that the 
64DD will indeed have one but then 
again, they have also recently turned 
round and said that they have no plans 
for such a thing. At the very least, you 
should be able to buy one as an add-on 
in the future. 



I have just recently bought an N64 
console (about three months ago). I 
owned a PlayStation for two years and 
decided to dump it after seeing IS5 64. 

Now I am getting quite worried about 
the quality (or lack of) of games 
being released for the N64 - in 
issue eleven of your mag only one 
game reviewed scored over 80%! 

Surely this is not good enough from 
the developers. I think the poor 
quality of (let's be honest) a large 
amount of games for the N64 will 
do a lot of damage in future 
sales of the console. Maybe it 
would be a good idea to have a panel of critics (people like yourselves) who 
can independently scrutinise games while they are in development. This could 
help developers to stop ploughing money into crap games at an earlier stage. 
This would then prevent them from realising when it is too late and trying 
to flog us sub-standard rubbish with flashy advertising. My point is, it is 
still a disappointment when you review a game and tell us (quite correctly) 
'it's crap, don't buy it'. 


Yours faithfully, 

■ Craig Golding, BurniBg 


The Truth... 

UJe too are a little concerned about the quality of the software we've seen 
on the H64 over the last few months - but this is traditionally the time of 
the year (post-Christmas) when games are few and far between. As for your 
suggestion, this is exactly what happens at software companies already and 
it doesn't seem to do much good anyway! If people don't want rubbish games, 
then you shouldn't buy them; this only lets publishers make money out of 
poor games and encourages them to continue releasing them. Oh yes, and 
the only way to decide which games to buy, is by reading an INDEPENDENT 
magazine, just like Total 64! 


- iDEAR 5IR/MADAM, - 

Hello, I have thought of a game called MAZE TIME which is for one - 
four players. It is a game where you choose a level and it will have some 
bad men to fight against you in the maze and the first person to die 
loses. If you play two player you can either work together against the 
computer, or play against each other and so on up to two players. 

Also, why don't you bring out a game called WORMS THE SECOND 
with a bigger variety of weapons and better levels. Also, you could 
bring out a game called MEN IN BLACK. 

I have asked some friends about this and they agree, so I have decided 
to take action and write to you. 

Please write back to me and tell me what you think. Thanks 

-Q Christian UJBSt [agBd 11], Gorthants 

I think that we have to point out 
something here. It seems that the 
game you are referring to as 'Ma^e 
Time' is very similar to Goldeneye 
and Duke Nukem's multiplayer 
■ modes. It's been done already! As 
for 'Worms the Second'anA Men in 
Black, Worms 2 is already on the PC and 
has the very features that you are talking 
about. Also this game is likely to get an 
; N64 release in the near future. Men in 
\ Black is also out on the PC and is due for 
a PlayStation release in the near future. 

Dut if anyone else has any ideas for 
computer games, write in and tell us - you never 
know, we may make a feature out of them... 
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DEAR T0TAL64 

Your magazine is excellent. You do 

great reports, and unlike many > 

other magazines, YOU TELL 

hate the fact that the 

PlayStation crowd ' 

are saying that 
the N64's graphics 

are bad for you and “ ^ 

that they would have made 

their very own PlayStation actually have 

good graphics. But oh no, they, of course, knew 

the dangers! 

Thanks for making an excellent mag. 


Yours sincerely 

|P|. Thomas macdonald. Tring 


PS Say 'Hi' to 
Bishop Wood School. 


The Truth ... 


It seems that there are 
some dodgy rumours being 
spread around Bishop Ufood 
School at the moment - 
probably by those rather 
unscrupulous PlayStation 
owners. K64 graphics are not a 
danger to your health -* unless 
you stare at the screen with 
your eyes wide open for fifty 
hours (don't try this at home kids). Oh 
yeah, 'Hi to eueryone at Bishop Ufood School'. 




I would like to tell you how fab your magazine is. 

It's the top of the top! But my main concern 
for writing is, being a girl myself, I would 
like to try and encourage more girls to play 
N64. I think many girls get the wrong idea 
about it and think it's just for boys, which I 
believe it isn't. One of the reasons for this I 
could be the lack of female characters in games and also 
the worry of being criticised by boys. So lads - pack it in! 

Also could you answer these questions: 

1. Has a Zeida release date been confirmed? 

2. Is the Superpad worth buying for £15? 

3. For £40 should I buy a new copy of Goldeneye, or 
Diddy Kong Racing and WG's Hockey off my brother's mate? 


From yours and Nintendo's biggest fan. 


Yours sincerely, 

■ Charlotte Binger [aged 12], Colchester 

T/je Truth. .. 

In a male dominated industry, games are written by boys for boys, so the 
majority of game characters are, as you say, male - or female characters 
there for boys to look at (Lara Croft for example). Perhaps with more women 
behind the scenes, we would see many more strong female leading characters 
- and it might mean more girls becoming interested in uideogames. 


Answers to your questions: 

1 Yes, it will be out in Houember in the UK. 

2 UJe found the Superpad good for beat-'em-ups and not much else, so if 
you like this genre, then it would be a good buy. 

3 Personally we'd go for Goldeneye time, but if you like cute racing 
games then M^is second to none. 
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You reviewed San Francisco Rush in issue eleven, giving it a 'meagre' 57%. 
I have to differ with you. 

Sure, it's got its faults, such as too much fogging and rather bland 
menus. Okay, so the cars aren't realistic and handle strangely. The point 
is that the gameplay is still there. The courses are by no means easy. I 
defy you to complete a circuit in first place with the extreme difficulty 
setting. Car control has to be mastered, especially in the jumps. Crashes 
don't look good - but if you don't like them, don't crash! 

There are loads of options available to you that keep you going for 
weeks. I guess it's one of those games which you either love or hate 

- and you'd be a fool to hate it. 

Just because you can't see great gameplay when it hits you between 
the nose, it doesn't mean you should start to slag it off - especially 
since you obviously haven't tested the game fully. 

Try, for instance, the 'TAG' mode, where one player has to chase the 
other; just like hide and seek with cars! (practice mode - multiplayer 

- press top c during countdown) 

Thanks for reading 


■ Ed Stephene 


PS There is not a 'jump' button you d****s! It states quite clearly 
in the instructions that it is an abort button, to be used if you are so 
far off course that to get yourself back again would take too long. It's 
simple if you can read!!! 

PPS Your mag's much better than the rest, despite 
the s**t and half-tested reviews! 

ne Truth... 

Surely the urhole 
point of driving 
games is that 
you feel like 
you're driving a 
car and that feeling 
is at least part uray to 
being realistic. San Francisco 
Rush is way off the mark in this respect. 
Also, a feeling of speed would be nice - something that seems to have 
escaped the developers' eyes. Oh yes, we weren't being serious about 
the 'jump' button, we were being sarcastic. OK? 


More Q&A 


1.1 love RPGs, Are there going to be lots of RPGs? If so, will they 
be in early '98 or late '98, and will they be for the 64DD or N64? 

2. Will there be a memory card and Rumble-Pak connection, so you 
can use them at the same time and on the same controller? 

3. Will there be a Spy vs Spy 64? Please say YES! 

4. I read that there is going to be a Punchout 64 and that there'd 
be a two player mode. Will it be like the WCW vs nWo? 

5. I also read about Zelda 64 and Goemon 64 are going to be over 
$100 - is that true? 


■ James Duval, USD. 


The Truth... 


1. Holy Magic Century awt Mystical Ninja are both out in the first part 
of 1998 and they will both be on cartridge. 

2. You can already buy third party Rumble Pak/Nemory Pak 
combinations - expect Nintendo to release one soon. 

3. Ule'd like to see it happen but it's unlikely 

4. You've heard more than we have - we didn't even know it was 
coming out! 

5. UJe don't have any prices for these games yet. 


1. What year will Duke Nukem Forever be available to buy? 

2. How much will 64DD disks cost? 

3. Is there a chance of Final Fantasy VII ever coming out on the 
Nintendo 64? 


■ Bumal Karunaratne, London. 


T/ie Truth... 


1. What is the best controller to get? 

2. What Rumble Pak should I get? 

3. Is there a gun for the N64? 


1 . 

2 . 

3. 


The best controller you can buy for your N64 is the official one. 
You can buy a Shockwave Humble Pak/Nemory Pak for around £10 
Two have been announced but there are no games planned as yet. 


■ mark Dali, Liverpool. 



Thu Truth... 

1. The game will probably be out sometime in 1999. 

2. 64D0 disks will be the same price as cartridges, or cheaper. 

3. As much chance as no chance. 

1. Why did you give NBA Hangtime such a bad review? I rule at 
that game. 

2. Is there a code for NBA Hangtime where you can be on fire 
throughout the entire game? 

■ Josh Ryan, Lee's Summit, USH 


I am fascinated by Nintendo's approach to the UK market since the release 
of the N64, right back in March Last year. I believe they are not fulfilling 
their potential or targeting the right group of people - nowadays when the 
consumer is seen as king, it is more important for such an established company 
to offer value for money and competitive prices. Even with Nintendo's games 
priced at £50, Sony are undercutting them by over ten pounds - Nintendo 
should be keeping prices Low (which would possibly be financially harming in 
the short time) until they have begun to take over Sony as market Leaders. 

Also, I feel Nintendo are ignoring the very important student sector. With 
an ever-increasing number of students with high disposable incomes, they 
should take notice. Most students own a PlayStation due to the more adult 
image and games. So come on Nintendo, use your technical superiority and 
quality brand image to your own advantage and Let's teach Sony to stick to 
Walkmans or whatever 


The Truth... 

1. HBk Hangtime is a UGiy limited game that ceuld have been dene 
on the SHES. It deserves a low score. 

2. Hot that we know of. 



Yours, 

■ Paul JBiPe 

The Truth... 

Nintendo have been a little slow to respond to Sony's initiative, but they 
are beginning to catch up. There will be a new pricing policy in the UK, starting 
from this year, where many games will be released for £35, the first of which 
will be Snowboard Kids [AKA Snobow Kidsin Japan), but don't expect Zelda 
or any of the other grade-A titles to be this cheap. 
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■ Send us your name please! 


■ Send us your name please! 


■ Ryan Gonzalez [7] 


■ Roy Dauis [13] Berks 


■ Rlex Chu Scotland 


■ Tim Douma [16] Holland 


■ Christian Kohn Germany 


■ Send us your name please! 


■ Houiard Sheldon [Q] Suffolk 


UJe've had a great reepanae to thia pica aection aince lue atarted it. UnPartunately uie don't have room to print them all. but every iaaue 
Lue'll print a aelection oP the beat me receive and amard the minning artiat a prize oP a year'a Pree Tothl 6h aubacription — not bad. ehl 
Juat remember to include your name, addreaa and age [make aure it'a mritten on the back oP your mork. or elae me'll loae it!] and iP 
at all poaaible. try to uae a large envelope ao that you don't have to Pold it too much. 

Pencila at the ready, ateady. go! UJe look Pormard to receiving more oP your entriea and to amarding one oP you a Pree aubacription! 
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HIGH BCOREB HIGH BCDREB HIGH BCGREB 


ilorman Obaseki has been toppled 
by our man From the netherlands, 
mho not only sent us a yreat letter, 
but proved that on the stunt scores 
For lUave Race Bit, he is nom mell 
on the may to becominy the Kiny oF 
the lUaves. Ho doubt Ilorman mill be 
back and me amait For his response 
to this nem chaiienyer. 

■ DOLPHin PARK 

Trick Score: 63,405 - Florian Kratke, Netherlands 

■ Bunny behch 

Best Lap (US/jap): 0’20.643 - Herman Sheilds, Manchester 
Best Race (US/jap): 1’05.410 - Ian Thorley, Dyfed 
Best Lap (UK): 0’24.734 - Jason Madigan, Ireland 
Best Race (UK): 1’17.693 - Trevor Scanneli, Essex 
Trick Score: 41,593 - Florian Kratke, Netherlands 

■ SUBSET BBS 

Best Lap (US/jap): 0’22.628 - Justin Calvert, PC Force 
Best Race (US/Jap): I’ll.238 - Ian Thorley, Dyfed 
Best Lap (UK): 0’24.708 - Trevor Scanneli, Essex 
Best Race (UK): 1’21.087 - Trevor Scanneli, Essex 
Trick Score: 34,500 - Yuo Van Der Snoek, Holland 



■ BRBKE LHKE 

Best Lap (US/jap): 0,23.970 - 
Ian Thorley, Dyfed 
Best Race (US/jap): 1’14.828 - 
Ian Thorley, Dyfed 
Best Lap (UK): 0’28.501 - 
Trevor Scanneli, Essex 
Best Race (UK): 1’28.327 - 
Trevor Scanneli, Essex 
Trick Score: 36,235 - Yuo Van Der Snoek, Holland 



Florian Kratke 



Jason Madigan 


MAKIN WAVES 



■ BIBRIBE FORTRESS 

Best Lap (US/jap): 0’23.357 - Ian Thorley, Dyfed 
Best Race (US/Jap): 1’19.485 - Greg Innatenko, Cheshire 
Best Lap (UK): 0’26.125 - Jason Madigan, Ireland 
Best Race (UK): 1’30.194 - Jason Madigan, Ireland 
Trick Score: 49,495 - Florian Kratke, Netherlands 


■ TUJILIBHT CITS 

Best Lap (US/jap): 0’28.940 - Ian Thorley, Dyfed 
Best Race (US/jap): 1’29.906 - Ian Thorley, Dyfed 
Best Lap (UK): 0’28.501 - Trevor Scanneli, Essex 
Best Race (UK): 1’28.327 - 
Trevor Scanneli, Essex 

Trick Score: 48,433 - Florian Kratke, Netherlands 


■ BOUTHERB IBLRBB 

Best Lap (US/jap): 0’24.557 - Matthew Tighe, W. Sussex 
Best Race (US/jap):1’19.103 - Justin Calvert, Pc Force 
Best Lap (UK): 0’29.416 - Trevor Scanneli, Essex 
Best Race (UK): 1’32.983 - Jason Madigan, Ireland 
Trick Score: 48,626 - Florian Kratke, Netherlands 


■ PORT BLUE 


Best Lap (US/jap): 0’28.307 - Ian Thorley, Dyfed 
Best Race (US/jap): 1’28.278 - Ian Thorley, Dyfed 
Best Lap (UK): 0’27.406 - Greg Innatenko, Cheshire 
Best Race (UK): 1’38.538 - Jason Madigan, Ireland 
Trick Score: 50,360 - Florian Kratke, Netherlands 


■ BLRCIER COBBT 


Best Lap (US/jap): 0’26.804 - 
Greg Innatenko, Cheshire 
Best Race (US/jap): 1’26.466 - Greg Innatenko, Cheshire 
Best Lap (UK): 0’32.573 - Trevor Scanneli, Essex 
Best Race (UK): 1’39.761 -Jason Madigan, Ireland 
Trick Score: 61,400 - Yuo Van Der Snoek, Holland 


When sending in goui 
scoies/times please 
include a photo to 
prove that you're not 
making up numbers at 
random, and possibly a 
photo of yourself which 
will make it into the 
mag if we think your 
pretty enough! 



CORHERIfl 

Ben McBean - 
Wellingborough: 267 

IDETEO 

Dimitri Jarazraj - 
Germany; 414 

SECTOR y 

Dimitri Jarazraj - 
Germany; 205 

KflTIOR 

Dimitri Jarazraj - 
Germany; 225 

HOURS 

Dimitri Jarazraj - 
Germany; 185 


Arron Taylor _ 

PlayStahon SoiUTiOKS: 87 

BOLR^ 

Dimitti Jarazraj - 
Germany: 127 

ZDDESS 

Dimitri Jarazraj - 
Germany: 297 

SECTOR X 

Arron Taylor - 
PlayStation Solutions: 265 

(RRCBETH 

Arron Taylor - 
PlayStation Solutions: 214 


If you have any scores that can beat 
those listed below, please let us know, 
and if possible please enclose/email 
some form of proof (or hard cash, if 
W you're so inclined). 

H r* — 


After last month's surge of scores, there 
have been none in the post bag ^r Lylat 
LUars this month, so come on you lot. start 
sending them ini 


6ECTQRZ m 

Dimitri Jarazraj - ^ 
Germany; 122 

TITHRIH 

Dimitri Jarazraj - 
Germany; 229 

Ri^E 

Dimitri Jarazraj - 
Germany: 488 

BOISE DEFERCE STRTIOR 

Dimitri Jarazraj - 
Germany: 269 

VERORI 

Dimitri Jarazraj - 
Germany: 242 

TOTRL SCORE 

Dimitri Jarazraj - 
Germany: 2090 

REUJRRD: mM 


. tarn 
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Antony Bromley, Herts ~ 01:19 

Runuifly 

Ben Pritchani, UK - 0.33 

SURFACE 


IT OP 


net another batch oF 
top kartin* scores 
have arrived, but 
this time From Ulaies. 
Steve Cosker has 
been racing hard 
and iong to get his 
high scores into the 
pages oF Tothl BM. 
IUbII done mateg, 
gou have done uieii 
and gou shaii go to 
niarla heaven_ 


Steven Cosker - Swansea 


LUIGI RRCEUIHU 

UK Race 1’53.07 
UK Up 0’33.21 
US Race 1’23.12 
US Up 0’26.63 

moo moo FHRm 

UK Race 1’34.31 
UK Up 0’30.32 
US Race 1’19.52 
US Up 0’26.23 


Trevor Scannell - Essex 
Trevor Scannell - Essex 
Nick McCarty - Macomb, USA 
Nick McCarty - Macomb, US 


Steven Cosker- Swansea 
Steven Cosker- Swansea 
Loustarinen Tata - Finland 
Loustarinen Tata - Finland 


UIRRIO STROlUm 


KOOPR TROOPR BERCH 

UK Race 1’42.92 Trevor Scannell - Essex 


UK Lap 0’33.64 
US Race 1’26.22 
US Lap 0’28.00 

KHLimHRI DESERT 

UK Race 2’13.76 
UK Lap 0’42.26 
US Race 1’51.68 
US Lap 0’34.91 

TORDSTURDPIKE 

UK Race 3’08.38 
UK Lap 1’02.34 
US Race 2’37.30 
US Lap 0’52.31 


Steven Cosker- Swansea 
Loustarinen Tata - Finland 
Loustarinen Tata - Finland 


Steven Cosker- Swansea 
Steven Cosker- Swansea 
Loustarinen Tata - Finland 
Loustarinen Tata - Finland 


Steven Cosker- Swansea 
Steven Cosker- Swansea 
Mkind Hannsen - The Netherlands 
Michael Harmsen - The Netherlands 








FRRPPEenOUILRRO 

UK Race 0'48.29 Trevor Scannell - Essex 
UK Lap 0’09.97 Kieran Grundy - Leicester 

US Race 0’26.13 Loustailflen Tata - Finland 

US Lap 0’5.58 Loustarinen Tata - Finland 

K mouimun 

-,2’01.48 
UK Lap 0’36 J0 

US Race 1’32.79 

US Lap 0’30.32 

IDHRIO RRCEUiny 

UK Race 1’15.98 

UK Lap 0’22.35 

US Race 0’57.66 

US Lap 0’18.29 


Trevor Scannell - Essex 
Trevor Scannell - Essex 
Loustarinen ;Tata - Finland 
Loustarinen iTata - Finland 


Ricky Pearson - N.Devon 
Steven Cosker- Swansea 
Thomas Jr - USA 
Thomas Jr - USA 


UK Race 1’15.79 

UK Lap 0’08.93 

US Race 1’06.38 

US Lap 0’07.95 

Ben Pritchard - UK 

Ben Pritchard - UK 

Nick McCarty - Macomb, USA 
Nick McCarty - Macomb, USA 

BHERBERT LRDD 

UK Race 2’07.41 

UK Lap 0’41.91 

US Race 2’08.45 

US Lap 0’42.43 

Steven Cosker- Swansea 
Steven Cosker- Swansea 

Bas Bionda - The Netherlands 
Bas Bionda - The Netherlands 

RDBRl RRCEIURR 

UK Race 3’04.64 

UK Lap 1’00.44 

US Race 1’48.73 

US Lap 0’35.90 

Steven Cosker- Swansea 
Steven Cosker- Swansea 
Loustarinen Tata - Finland 
Loustarinen Tata - Finland 

BOUIBER CRBTLE 

UK Race 2’23.06 

UK Lap 0’46.48 

US Race 1’58.24 

US Lap 0’39.21 

Steven Cosker- Swansea 
Steven Cosker- Swansea 
Loustarinen Tata - Finland 
Loustarinen Tata - Finland 

D.K JURGLE PRRKUIRB 

UK Race 1’16.63 

UK Lap 0'25.20 

US Race 0’52.97 

US Lap 0’07.40 

^aOBHIVRLLEB 

UK Race 1’58.64 

UK Lap 0’38.2t 

US Race 1’32.93 

US Lap 0’09.33 

Trevor Scannell - Essex 

Trevor Scannell - Essex 
Loustarinen Tata - Finland 
Loustarinen Tata - Finland 

Steven Cosker- Swansea 
Steven Cosker- Swansea 
Loustarinen Tata - Finland 
Loustarinen Tata - Finland 

BRRSHEE BDRRDUiRLK 

UK Race 2’13.97 Steven Cosker- Swansea 

UK Lap 0’44.00 Steven Cosker- Swansea 

US Race 1’50.71 Loustarinen Tata - Finland 

US Lap 0’36.50 Loustarinen Tata - Finland 

RRiRBOUJ RDRD 

UK Race S’Ol.lO 

UK Lap /V36.31 
USIHc^ 5 02.06 
USLap 1’22.56 

Steven Cosker- Swansea 
Steven Cosker- Swansea 
Thomas Jr - USA 

Thomas Jr - USA 


Takin’ It To The Extreme 

In the light of Extreme 
G being the fastest 
racer available on the 
N64, we thought it 
would be a good idea 
to include it in our 
high scores section. If 
you think you can beat 
the T64 team, let's see 
if you're good enough! 


Diddy Kongs 
Triumphant Times 

If you think you're a 
bit of a Diddy Kong 
master, now is the 
time to prove it. Send 
us in your best times 
and give us an excuse 
to use some more of 
that amazing Diddy 
Kong artwork in our 
next issue. 


ifflii^inbnth sees some reallg good high scares From Rntany Bromleg 
Ad Qen Pritchard. They've even beaten some oF the Tdthl BM high scares 
U|B Shall be sending ITIiB raund ta give them their missian brieFings. 
manks to Rntany Far sending the First ever times Far same aF the 
secret levels — uieii dane. sir! 

iRfa 6IL0 ARCHIVES CORTROL 

^fluitpfiy Bromley, Herts - 01:00 Ben Pritchard, UK - 2.17 Antony Bromley, Herts - 0:31 Ben Pritchard, UK - 06.42 

RCILiTB FRIGATE STREETS CRVERRS 


Ross McKinstray, Scotland - 0.33 

BURKER 


Nick Jones, Total 64 - 0:58 

STRTUE 


Antony Bromley, Herts - 2:00 

JURGLE 


Antony Bromley, Herts - 06:31 

EGSPTIfln TEmPLE 


Ben PrttdianI, UK - 0.30 
Antony Bromley, Herts 0.30 


Antony Bromley, Herts - 03:11 Greg Innatenko, Cheshire - 3:16 Antony Bromley, Herts - 01:20 


Ben Pritchard, UK-01.44 

SURFACE 


Antony Bromley, Herts - 01:28 

flZTEC COmPLEX 


Ross McKinstray, Scotland 

REPOT 


- 0’036 Ben Pritchard, UK - 02.54 

CRADLE 


Antony Bromley, Herts - 

BURKER 


01:28 Antony Bromley, Herts - 0:35 

TRRIR 
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niissioiizJiTipassiblB 


So. you thought this game uiould never see the light oF day did 
you? lUell, uje've got a look at the game that's set to put 
EaltlBnByB Xxi shamel 



The First RPB For the IIBk Finally gets a uiell^deserved 
English translation — hom mill it Fair nom that me can 
understand mhat's going on? 


Bo OFF piste mith llintendo's ansmer to all those 
snoiuhoarding mannabes 


JhB Legend 
myetical Hi 


I 


l 


I 

\ 


Bropping litter is never a good idea, especially mhen it leads to 
some meglomanic declaring himselF master oF the Earth! See 
hom this all came about in our in-depth previem oF Ubi BoFt's 
antidote to maria BE 
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'"MASTER BLASTER PACKS AVAILABLE WITH SPECIAL EDITION GOL^ 
1 CALL FOR DETAILS 



ONLY 
£91.99 


InTROLLER. and £1.00 OFF ANY OTHER ACCESSORY BOUGHT AT THE 
SAME TIME AS YOUR NINTENDO 64 
ifTour machine is faulty we will collect it from you and replace it free of charge 

ALL MACHINES ARE FULLY GUARANTEED FOR ONE YEARy 


01993 844885 

E 




excitement 

' DIRECT 


OR FAX ORDERS to 01993 8407S0 

POSTAGE FREE FOR UK 


I 


FAST DELIVERY SERVICE 


Usually within 3 working days for 
games and 
accessories in stock 



COLOURED OFFICIAL 
NINTENDO 64 
CONTROLLERS 

Available in blue, green, 
red, black and yellow 

ONLY £25.99 
OR £22.99 FOR 2 OR MORE 


SHARKPAD PRO 64 

Enhanced Controller with Auto- 
Fire and Slow Motion functions 
ONLY £22.99 
OR £22.99 FOR 2 OR MORE 


^ YOSHI’S STORY 

£40.99 

YOSHI’S STORY & 

^ RUMBLE PAK 
L £53.99 


m 



MYSTICAL 

NINJA 

starring Goeman 

£45.99 


SOFT CHARACTER TOYS 

They are soooo cute. 

Available - Yoshi, Donkey Kong, Bowser 
and Mario 


Buy a Rumble Pak with built in 256K 
Memory Card for just £13.99 


NINTENDO 



£9.99 

Get £2 off if bought with Yoshi’; 


Story 


AERO FIGHTERS ASSAULT.£39.99 

BLASTCORPS.£33.99 

BOMBERMAN 64.£40.99 

CHAMELEON TWIST.£38.99 


QUAKE 

£40.99 


NBA PRO 98 
£45.99 


Buy a 1 Mb Memory Card at the 
same time for just £9.99 



CLAYFIGHTER 63 1/3. 

.£28.99 

CRUISIN USA . 

.£29.99 

DARK RIFT. 

.£33.99 

DIDDY KQNG RACING. 

.£40.99 

DDQM. 

.£39.99 

DUKENUKEM. 

.£42.99 

EXTREME G. 

.£35.99 

FI PDLE PQSITIQN 64 . 

£42.99 

FIFA RQAD TQ THE WDRLD CUP 

£45,99 

FIGHTERS DESTINY. 

£45.99 

GOLDENEYE. 

CALL 

HEXEN. 

£32.99 

HOLY MAGIC CENTURY. 

CALL 

INT. SUPERSTAR SQCCER .. 

£40.99 

KILLER INSTINCT GDLD. 

£44.99 

LAMBORGHINI 64. 

.£43.99 

LYLATWARS 64 & RUMBLE PAK. 

.£46.99 

MACE: THE DARK AGE. 

.£42.99 

MADDEN 64. 

.£45.99 

MARIO 64. 

.£40.99 

MARIO KART 64. 

.£40.99 

MISCHIEF MAKERS. 

.£39.99 


64 GAMES 

MORTAL KOMBAT TRILOGY.£45.99 

MORTAL KOMBAT MYTHOLOGY.£46.99 

MYSTICAL NINJA: STARRING GOEMAN.£45.99 

NAGANO WINTER OLYMPICS.£43.99 

NBA HANGTIME.£48.99 

NBA PRO 98.£45.99 

NFL QUARTERBACK CLUB 98.£45.99 

NHL BREAKAWAY 98.£42.99 

PILOT WINGS 64.£39.99 

QUAKE.£40.99 

ROBOTRON 64.£49.99 

SAN FRANCISCO RUSH.£42.99 

SHADOWS OF THE EMPIRE.£41.99 

SNOWBOARD KIDS.£33.99 

SUPERMAN 64.CALL 


TETRISPHERE. 

.£33.99 

TONIC TROUBLE. 

.£44.99 

TOP GEAR RALLY. 

.£42.99 

TUROK; DINOSAUR HUNTER. 

.£34.99 

TUROK & 1MB MEMORY CARD. 

.£44.99 

WAR GODS. 

.£46.99 

WAVERACE 64 

£44.99 

WAYNE GRETZKY 

£49.99 

WCW Vs NWO 

£43.99 

WETRIX. 

£44.99 



ARCADE SHARK STICK 

Arcade-Style Joystick with Auto-Fire 
and Slow Motion features plus Memory 1 
Card Slot. Interchangeable Joystick 
ONLY £33.99 

SUPERPAD COLOURED 

8 Way Digital Direction Control. 

Memory Card Port 

£18.99 

MAKO PAD 

j High precision control, ideal for fighting games. 
Has Auto-Fire, Slow Motion and Memory Slot 

£20.99 

SUPERPAD 64 PLUS 

Auto-Fire and Slow Motion features 
and Memory Slot 

only £18.99 

SUPERPAD 64 only £14.99 

V3 Steering Wheel 

8 Digital Action Buttons plus 
8 Way Directional Pad 

from £66.99 

^ other Wheels Available 



MRC MULTI RACING CHAMP.£44.99 YOSHI’S STORY .. 


SHOCKWAVE 

Unique SHOCK SENSOR adds force. Feed-back to ALL 
GAMES. 

Built in 1 Mb Memory card £24.99 

TRIDENT PAD £17.99 TRIDENT PRO PAD Auto-fIre, slow 

! motion, memory slot. Rumble pack 

f compatible £20.99 

! CABLES AND CARDS MISCELLANEOUS 

' Joypad Extension Cable £7.99 [nleraclor 

Pair of Extension Cables £12.99 ® Cot f cwoo 

„_, ~_ui_ po nn Rumble Pak & 1Mb Memory Card £22.99 

ocart Cable' iiiipiuvesiiiciiireanilsmnHi (iiiaiiiy £0.99 Multl case £18.99 

stereo AV Cable - 3i>iKiiioi>iiigsiyiihscatiaiiaiiiui£9.99 N64 Cleaniny Kit _ £9.99 


S-VHS Cable -Giws heller qu 


PLAY Mystical Ninja NOW!! 

Buy a UNIVERSAL GAME ADAPTOR 
Just £16.99 or £13.99 if bought at the same time as any game 


US NINTENDO 64 GAMES 


AERO FIGHTER ASSAULT.£29.99 

CLAYFIGHTER 631/3.£19.99 

DOOM 64: ABOLITION.£49.99 

DUKE NUKEM 64.£49.99 

EXTREME G.£49.99 

FI POLE POSITION.£29.99 

FIFA: ROAD TO THE WORLD CUP. £49.99 

GRETZKY 98.£49.99 

HEXEN 64.£49.99 

INT. SUPERSTAR SOCCER 64 .£49.99 

JEOPARDY.£49.99 

MACE: THE DARK AGE.£37.99 

MISSION IMPOSSIBLE.£52.99 

MK MYTHOLOGIES: sub zero.. .£34.99 
MULTI-RACING CHAMP’SHIP..£41.99 


MYSTICAL NINJA. 

NBA HANGTIME. 

NFL QUARTERBACK 98. 

QUAKE. 

ROBOTRON. 

SAN FRANCISCO RUSH . 

SPACE STATION: silicon valley 

SUPERMAN. 

TUROK: DINOSAUR HUNTER. 

VIRTUAL CHESS 64. 

WAYNE GRETZKY. 

WCW VS THE WORLD. 

WETRIX. 

WHEEL OF FORTUNE. 


£52.99 

£37.99 

£49.99 

£52.99 

£49.99 

£49.99 

,£52.99 

£52.99 

£37.99 

£49.99 

£49.99 

£49.99 

£37.99 

£49.99 


We swap 






SUPER 

ARKONOID . £10,99 

BATTLE CLASH . £17.99 

DONKEY KONG COUNTRY 2. £21,99 

DONKEY KONG COUNTRY 3 . £25.99 

EARTHWORM JIM 2 . £22.99 

EMPIRE STRIKES BACK . £27.99 

FIFA ROAD TO THE WORLD CUP . CALL 

F-ZERO . 

ILLUSION OF TIME . £17.99 

INT. SUPERSTAR SOCCER DELUXE..£27.99 

JUNGLE BOOK . £18.99 

HEBEREKES POPOON . £15.99 

KIRBY'S DREAM COURSE . £19.99 

KIRBY'S FUNPACK . £14.99 

KIRBY’S GHOST TRAP . £21.99 

LAMBORGHINI . £22.99 

LION KING . £18 99 

MARIO ALL STARS . £17,99 

MARVEL SUPER HEROES . £23.99 

MEGAMAN X . £17,99 


,.£17.99 

SUPER STREET FIGHTER 2.,.. 

.£19.99 

,.£21.99 

SUPER GHOULS & GHOSTS... 

.£23.99 

..£25.99 

SUPER INTERNATIONAL CRICKET ,£22.99 

..£22.99 

SUPER MARIO KART . 

. £24.99 

£27 99 

SUPER MARIO WORLD . .. 

. £17.99 

CALL 

SUPER METROID . 

. £16.99 

..£10.99 

SUPER STAR WARS . 

.£17.99 

. £17.99 

SUPER SOCCER. 

£17.99 

..£27.99 

SUPER TENNIS . 

£9.99 

..£18.99 

TERRANIGMA . 

£19.99 

. £15.99 

TETRIS ATTACK . 

£9.99 

,.£19.99 

TETRIS & DR MARIO 

£11.99 

..£14.99 

TIMONE & PUMBAA . 

.£33.99 


Official Deluxe Carry Case 

£8 99 Adjustable shoulder strap, can store the N64,2 game 
’ controllers, 6 game cartridges & memoiy packs 
Scarf Converter Cable Conveits TV signal. 10 enable you £25.99 

10 iilay a USA oi Japanese inaclilrie £24.99 Adaptor (UK/USA) 

Official Memory Card £14.99 - Doesn't play Waverace or Diddy Kong £16.99 

PIBIrh Mpmnru Paril £8 99 OUiclal Golden Eye Players Guide £9.99 

M J Official Mario Kart 64 Players Guide £9.99 

1MB Memory Card £11.99 official Mario 64 Piayers Guide £9.99 

4MB Memory Card £24.99 Official Turok Piayers Guide £9.99 

Game Killer 64 coniainsci,eaisio,iaiestN64Gan,es « NWO Guidc £9.99 

Official Rumble Pack £14.99 

Starfox Game Secrets £9.99 


54 . Wave Race. Ctuisin USA, PikJl Wi 


Sliailuws ul llw Einpitc 

Action Replay - HnmbeUs ol mi in clieatslor 
I games, hilly inograinmaWe incniocy. Memory Manager a 
I Corritol Slol arhl lanlasllc ex|tarrslorr leatrrres 

Scarf Lead with Stereo Audio 


£19.99 Tremor Pak £11.99 

I lire besi Gamoboy Emulator - Play Gameboy games on 
Iisnrail "' 6^64 £34.99 

00 Comms Link £34.99 

Maxim 60 Stereo Speakers £24.99 

£9.99 Maxim 120 Stereo Speakers £38.99 

Soft Character Toys £9.99 


.JSL. 


ULTIMATE MORTAL KOMBAT.£28.99 

VORTEX . £15.99 

WINTERS GOLD.£27.99 

YOSHIS ISLAND.£23.99 


MORTAL KOMBAT 3 . 

. £22.99 

MOWHAWK & HEADPHONE JACK ....£18.99 

MR DO . 

. £15.99 

PILOT WINGS . 

. £9.99 

PRIMAL RAGE . 

. £17.99 


Please call for details 


RETURN OF THEJEDI . £27.99 


ZELOA. 

.£18.99 

SUPER NES 


HARDWARE A ACCESSORIES 

NINTENDO AV CABLE . 

.£12.99 

ACTION PAD SN LOGIC 3 . 

. £7,99 

SPRINT PAD SN LOGICS . 

. £9.99 

SCART CABLES . 

. £8.99 


9am to 8pm Mon-Fri, 1 0am to 7pm Sat, I lam to 4pm Sun & Bank Hols 

Exchange policy on new goods - if you are unhappy with your goods for any reason, simply return them in perfect condition within 3 
days of receipt by recorded delivery and subject to a fee (1D%, minimum £5), we will swap it for another item. We reserve the right to 
refuse exchange if the item is not received back in PERFECT condition. 

l^naIVIE: . ADDRESS: . 

ITEM_PRICE 


CASH O CHEQUE (Please allow 8 days for cheque clearance) O POSTAL ORdS 



£ 

1 


£ 

1 


£ 

1 

Poslocjc 15 free for (ill orders ship|ied wiihm lire U K p o p 

Oplioiiol NEXT DAY DELIVERY avtiilnble £5 00 lor Isl item plus r Otr 

£ 

1 

El 00 (oi eodi subsetiiieiti Hem Overseas poslotje £2 50 per —. , 

sollwuredem |-1 |-1 TOTAL 

IRDER LJ CARD |_J 

£ 

1 


GAMEBOY 


ALLEYWAY 

£12.99 

MICRO MACHINES 

£16.99 

ALADDIN 

£19.99 

MOLE MANIA 

£17.99 

ANIMANIACS 

£15.99 

MORTAL KOMBAT 3 

£19.99 

ASTEROIDS & MISSILE C0MMANDE10.99 

NIGEL MANSELL 

£15.99 

BATMAN 2 

£18.99 

PINBALL FANTASIES 

£18.99 

BATTLETANK 

£17 99 

RETURN OF THE JEDI 

£17.99 

BUGS BUNNY 2 

£18.99 

POCAHONTAS 

£19.99 

CASPER 

£15.99 

ROAD RASH 

£17.99 

DAFFY DUCK 

£18.99 

SOCCER 

£13.99 

DESERT STRIKE 

£16.99 

SPEEDY GONZALES 

£18.99 

DONKEY KONG 

£16.99 

STAR WARS 

£17 99 

DONKEY KONG LAND 

£1999 

STARGATE 

£1799 

DONKEY KONG LAND 2 

£25 99 

SUPER MARIOLAND 1 

£17.99 

DONKEY KONG LAND 3 

£21.99 

SUPER MARIOLAND 2 

£18.99 

DR MARIO 

£10.99 

TAMAGOTCHI 

£24.99 

DUCK TALES 

£19.99 

TAZMANIA 

£18.99 

F1 RACE 

£12.99 

TENNIS 

£12.99 

FIFA ROAD TO THE WORLD CUP 

£24.99 

TETRIS ATTACK 

£17.99 

FLINTSTONES 

£15.99 

TETRIS BLAST 

£17.99 

GOLF 

£12.99 

TETRIS PLUS 

£18.99 

GO! GO! TANK 

£17.99 

TUROK: DINOSAUR HUNTER 

£1999 

GREMLINS II 

£18.99 

WAVE RACE 

£9.99 

JAMES BOND 007 

£23.99 

WARIO BLAST 

£17.99 

JUNGLE BOOK 

£19.99 

WARIOLAND 

£17.99 

LAMBOURGHINI 

£13.99 

YOGI 

£18.99 

LEMMINGS 

£18.99 

ZELDA 

£14.99 

LOST WORLD; JURASSIC PARK 

£24.99 

KILLER INSTINCT & CASE 

£12.99 

GJUyiEllOY DfNIBUE PACKS 

KIRBY'S BLOCKBALL 

£16.99 



KIRBY'S DREAMLAND 

£12.99 

TETRIS 1 & 2 

£14.99 

LION KING 

LOONEY TOONS 

MARIO & YOSHI 

£19.99 

£17.99 

£10.99 

GOLFS TETRIS 1 £16.99 

TETRIS 1 S SUPER MARIOLAND 1 £20 99 

MARIO PICROSS 

£17.99 

GOLF S SUPER MARIOLAND 1 

£22.99 

METROID II 

CALL 

SUPER MARIOLAND 1 S 2 

£14.99 1 



TNtrKi wmm, amm, THt intAm 
AS THt mmiNL mtmt ssHttH. aho rrs mn sHtOHn r. 




PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS. ONLY SEND CASH IN A RECORDED/REGISTERED ENVELOPE. 

CHEQUES PAYABLE TO; EXCITEMENT DIRECT, 1ST FLOOR, STREATFIELD HOUSE, ALVESCOT ROAD.j 
CARTERTON, OXON 0X18 3XZ 


I V/SA I 


Inevitably some items may not yet be available. Please phone to check availability. Prices correct at time of going to press. E & OE 


Ref: Total 64 " 

U l iffHUMlri 


SILVER GAMEBOY POCKET & TETRIS . 

CLEAR GAMEBOY POCKET & METROID II WAVERACE & TRAVEL BAG . . 

CLEAR GAMEBOY & STAR WARS . 

YELLOW GAMEBOY & SUPER MARIOLAND 1 & 2 . 

, . .£47.99 
. . .£52.99 
. . .£41.99 
. . .£49.99 

PSU(GBORGBP) 

£8.99 

LINK LEADS 

£8.99 

POWER SUPPLY UNIT 

£8.99 

SUPER GAMEBOY & PLAYERS GUIDE 

£26.99 

SLIP LEATHER CARRY CASE 

£9.99 

L SLIP NYLON CARRY CASE 

£4 99 j 
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Hrrgh, I’ve got Ouake running around in mg 
brain.. .must kiii Phiiiipe.. .muat get the naii Bun 
First.. .stop it! Lost again at deathmatch mode. 
That peskg Simon Phiiiips. iF I’d knoum he mas 
going to be so good at games, i never mouid have 

given him a job! 


R nyway, if we can manage to drag ourselves 

away from Quake, we might actually get round 
to starting the next mag and if you've already 
taken a gander at the Next Month page, you'll 
know it's going to be a "good 'un"! The small 
matter of a preview of Mission: Impossible should be 
enough to convince you but we've also got reviews 
of two games that are going to be massive: 1080° 
Snowboarding and Mystical Ninja, as well as loads of 
other cool stuff. I bet you can hardly wait - I know 
we can't. 4 

Now then, where did that Phillips go. I've got a 
Nail Gun that wants to be introduced to his face... 
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Special Reserve Discount Mail Order - 01279 600204 

Market leaders in mail order home computing, established 10 years, great web site and six amazing shops 
See us on the web at http://special.reserve.co.uk for masses of information and loads of prizes to win 

Officially approved for Nintendo 


If you don’t fancy our Membership offers you can take a Trial Membership for just 50p 


Nintendo 64 - only 99.99 less £10' 


Nintendo 64 with 3D Controller 

99.99 less £10 off any other item* 

Official UK Nintendo 64 complete with Nintendo 
3D controller and RF lead. 

Nintendo 64 Pro Pock 

Ofci^U^l^terfdoNinten^o°3D controller fors«<?n““/'."/.”!‘... ^ I 
and RF lead PLUS Competition Pro NS64 
Controller and 8 MB Memory Card 

Nintendo 64 England 

Pack 107.99 Jio* 


Nintendo 64 Games 

ACCLAIM SPORTS SOCCER • .42.99 

AERO FIGHTERS ASSAULT • .39.99 

BLAST CORPS 89% 41.99 

CHAMELEON TWIST 89% .39.99 

CUWFIGHTER 63 1/3 87% .38.99 

CRUISIN USA.30.99 

DIDDY KONG RACING 97% .41.99 

DOOM 92% 36.99 

DUKENUKEM64 91% 46.99 

EXTREME G 95% .41.99 

FI POLE POSITION 90% .39.99 

FI RACING 98 • .49.99 

FIFA 98 - ROAD TO WORLD CUP.44.99 

FIGHTERS DESTINY 93% .44.99 



With Nintendo 3D controller & high 
quality, durable, laminated England ’ 

Sticker Kit for soccer enthusiasts 

Nintendo 64 Carbon Pack 107.99 less £10* 

With Nintendo 3D controller and high quality, durable, laminated 
Carbon Sticker Kit for individual style 
‘Deduct £10 oft the price of any one item bought at the 
same time as a Nintendo 64 and PAY LATER if your total 
purchase is over £250, subject to status 

STICKER KITS FOR NINTENDO 64 .9.99 

Change the colour of your Nintendo 64 with these high quality, durable 
laminated sticker kits. Avaiiable in Carbon iook, Gold, Silver & Saint George 

SCART LEAD - N64 to scart TV .7.99 

HI-FI AUDIO LEAD - N64 to stereo.9.99 

256K MEMORY CARD-12 slots .7.99 

4 MB MEMORY CARD-192 slots .14.99 

8 MB MEMORY CARD - 384 slots .17.99 

NINTENDO 64 DELUXE CARRY CASE .24.99 

JOYTECH 2 SPEED JOLT PACK WITH MEMORY CARD 

Includes a 1 MB memory card and a rumble pack all in one .19.99 

OFFICIAL RUMBLE PACK .14.99 

Nintendo 64 Controllers 

ARCADE SHARK STICK .34.99 

5 tire buttons, view control, analogue and digital 
directional controls, inter-changable joystick, auto- 
fire and slow motion 



OFFICIAL 3D CONTROLLERS . . .25.99 

Available in many different colours: 
Black, Blue, Grey, Red and Yellow 
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TOP DRIVE WHEEL AND 
PEDALS ... 54.99 
Fully functional steering wheel with brake and 
accelerator pedals. Programmable buttons, 9 button 
control. D-shaped wheel, stick shift, self centering 
technology, wheel rotation angle select. Also 
includes memory card and rumble pack slot. 

We Stock 15 controllers for N64 call 
01279 600204 
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GOLDENEYE 98% .39!99 

HEXEN 85% .39.99 

HOLY MAGIC CENTURY .44.99 

INTI SUPERSTAR SOCCER 64 97% 39.99 

KILLER INSTINCT GOLD 88% .44.99 

LAMBORGHINI 64 .42.99 

LYLAT WARS -i- RUMBLE PACK 95% 49.99 

MACE 89%.44.99 

MADDEN 64 92% 44.99 

MARIO KART 64 94% .41.99 

MISCHIEF MAKERS 90%.41.99 

MULTI RACING CHAMPIONS 81% ...46.99 

MYSTICAL NINJA .44.99 

NAGANO WINTER OLYMPICS 98 84% 41.99 

NBA PRO 98 .44.99 

NFL QUARTER BACK CLUB 98 90% ...44.99 

PILOT WINGS 64 91% .41.99 

QUAKE • 48.99 

RAMPAGE WORLD TOUR .46.99 

RECKIN BALLS •.42.99 

SAN FRANCISCO RUSH 90% .43.99 

SHADOWS OF THE EMPIRE 90%.41.99 

SNOWBOARD KIDS .34.99 

SUPER BOMBERMAN 64.41.99 

SUPER MARIO 64 100% .41.99 

TETRISPHERE 96% 34.99 

TOP GEAR RALLY 86% .44.99 

TUROK - DINOSAUR HUNTER 97% ...35.99 

WARGODS.42.99 

WAVE RACE 64 92% .44.99 

WAYNE GRETSKY 90% .44.99 

WCW VS NWO: WORLD TOUR 92% ...40.99 
YOSHI'S STORY 86% .42.99 

PlayStation Value Pack 
129.99 ...less £ 10 * 

with TWO Sony Controllers , a Sony Memory 
Card . RF Lead and Playable Demo CD 

‘Deduct £10 off the price of any one item 
bought at the same time as a PlayStation 

Top PlayStation Games 

From our range of 200 PlayStation Games 

FIFA 98 .29.99 

GRAND THEFT AUTO .32.99 

TIME CRISIS + LIGHT GUN .48.99 

TOCA TOURING CARS .36.99 

TOMB RAIDER 2.34.99 


Cheat Books 

GOLDENEYE SECRETS 

AND SOLUTIONS .9.99 

MARIO 64 PLAYERS GUIDE BOOK ...9.99 

MARIO KART 64 GUIDE BOOK .9.99 

MARIO KART 64 UNAUTH. SECRETS 8.99 
NINTENDO 64 

UNAUTHORISED SECRETS .9.99 

SECRET CODES FOR NINTENDO 64 ...7.99 
SPECIAL RESERVE 2500 CHEATS ...3.99 
SUPER MARIO 64 SURVIVAL GUIDE 11.99 
TUROK DINOSAUR HUNTER GUIDE 10.99 

Super NES Games 

DISNEY'S LION KING .29.99 

DONKEY KONG COUNTRY 2 97% ... 19.99 

DONKEY KONG COUNTRY 3 .27.99 

KIRBY’S DREAMCOURSE .19.99 

KIRBY’S FUN PACK .12.99 

KIRBY’S GHOST TRAP .12.99 

PGA TOUR GOLF .19.99 

PILOT WINGS 91% .12.99 

SECRET OF EVERMORE .12.99 

SUPER INTERNATIONAL CRICKET ... 12.99 

SUPER MARIO KART 94% .29.99 

SUPER MARIO WORLD .19.99 

SUPER SOCCER .19.99 

SUPER STAR WARS .19.99 

SUPER STREETFIGHTER 2.19.99 

SUPER TENNIS .12.99 

TETRIS ATTACK 87% .12.99 

TWIN PACK - TETRIS & DR MARIO ...12.99 

WINTER GOLD .19.99 

YOSHI’S ISLAND 97% .19.99 

ZELDA 3 - LINK TO THE PAST 95% ... 19.99 

Pocket Gameboys 

(AS SEEN ON TV) 

New 30% smaller and 50% 
lighter Gameboy. Compatible 
with all Gameboy games 

GAMEBOY POCKET 

(SILVER) .45.99 

GAMEBOY POCKET (BLACK) .40.99 

GAMEBOY POCKET (BLUE) .40.99 

GAMEBOY POCKET (CLEAR) .40.99 

GAMEBOY POCKET (GREEN).40.99 

GAMEBOY POCKET (RED) .40.99 

GAMEBOY POCKET (YELLOW) .40.99 

Gameboy Games 

DONKEY KONG LAND 96% .19.99 

MARIO AND YOSHI.12.99 

RETURN OF THE JEDI .14.99 

SOCCER 90%.14.99 

STREET FIGHTER 2 .14.99 

SUPER MARIO LAND 2 90% .19.99 

SUPER METROID 2 14.99 

TAMAGOTCHI .26.99 

TAZ-MANIA .14.99 

TETRIS .14.99 

WARIOLAND94% .19.99 

WAVE RACE .11.99 

WORMS.17.99 


PAY UTER 0% 

When you spend between £250 and £750 

20% deposit and nothing to pay for 6 months, subject to status. You can buy 
anything from our catalogue or shops this way. providing your total purchase is 
between £250 and £750. After the six months payment holiday you can choose 
whether to pay off the outstanding balance or to commence monthly payments at 
29.8% APR. Either way there's no interest at all for the first 6 months. 


littptf8pecialjeserve.co.uk 



Special Reserve Big Club Shops 


Visit one of our great shops for massive seiection at rock bottom prices 
We guarantee the iowest price in town - by a fuli £2 


BRISTOL 

351 Gloucester Road (A38), 
Bristol. 

1 '/s miles from the City Centre 
and just up from Kwik Save 

Tel: 0117 924 5000 


CHELMSFORD 

43 Broomfield Road, 
Chelmsford, Essex. 

Just around the corner from 
the bus station 

Tel: 01245 348777 


EGHAM 

168 High Street, 

Egham, Surrey. 

Near Windsor and Staines 

Just 1 mile off junction 13 on the M25 

Tel: 01784 473444 

K.:> 

NOTTINGHAM 

164 Derby Road, 

Stapleford, Nottingham. 

2 miles from junction 25 of the Ml, 
near Kwik Fit and Pizza Hut 

Tel: 0115 9491000 

S4M7Bf?/DG£lYO/?rN 

The Mailings, Station Road, 
Sawbridgeworth, Herts. 

Not far from the Ml 1, just around 
the corner from the train station 

Tel: 01279 600399 


UPMINSTER 

209/213 St Mary’s Lane, 
Upminster, Essex. 

2 miles from junction 29 of the M25. 
Opposite Somerfield Supermarket 

Tel: 01708 225544 
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All for £6.00 

Special Reserve Annual Membership Fee 



It’s easy to join, just phone 01279 600204 or send in the order form. 

There’s no obligation to buy anything, you can be any age, and it only costs £6.00. 

1 . Members receive 10 issues of our colour Club Magazines per year. The 
magazine includes our full catalogue of over 2,000 products, many at below trade 
price or under half price. And there are Reviews, Features, Charts, Release 
Dates, Extra Savings and thousands of pounds worth of great prizes to be won. 

2. The incredible Special Reserve Book of 2500 Cheats (all formats) will be 
sent to you with your Family Membership Card and your Paris ‘98 entry form. 

3. AND choose any one of the FREE GIFTS below if you buy just one item at 
the same time as you join. All of our gifts are worth the membership fee or more 
and you can extend your membership for £5.50 to get more gifts if you want them. 

That’s why over 400,000 people have joined Special Reserve 

The Biggest Games Club in the World 


Award-winning Special Reserve P200 MMX PC for just £899.99 inc VAT 

We’ll fit any PC item bought for just £10 including VAT. We can repair most PC’s. £24 for fault diagnosis and set up plus £10 per part for fitting 

I_I 

Inevitably some products listed may not yet be available and prices may change. Please phone 01279 600204. Some items cany a £1 surcharge in our shops. SAVE = Saving off full recommended price. Sent to press 26/02/98. Enors i Ommisions Excluded. Inter-Mediates Ud, T/A Special Reserve. The Mailings. Sawbridgeworth, Herts CII219PG 


Free Gifts 


Please tick your choice of gift when you join for a 
year (£6) at the same time as buying any one item. 
It joining by telephone please ask for your gift at the time. 


FREE 256K 
MEMORY CARD 
FOR NINTENDO 64 

123 pages (12 slots). Full 
-load & save 


OR FREE 
PERSONAL 
STEREO, 
HEADPHONES 


OR FREE FRANCE 
‘98 FOOTBALL 

• Full size 82 panel 
' stitched 

PVC coated football. 
Size 5. Includes free 
adaptor to pump up 
the ball 

OR FREE 
VIRTUAL 
MEGAPET 

8 pets in one, look 
after them carefully 
and they will live a 
long life. 

OR FREE GOODY BAG INCLUDES 
MINIBOY, GAMEBOY CALCULATOR 
AND VIRTUA PET. 

Incredibly, all three of these electronic wonders 
have been bundled as one great gift. The Miniboy 
offers 55 great games in one, the Gameboy 
calculator is great to take into school and the Virtue 
Pet provides you with a pet to look after and care of. 

Offers subject to stock availability. Alternative gifts available. Overseas members add £2 postage 
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Special Reserve 01279 600204 

Or fax YOUR ORDER ON 01279 726842 - We’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

(BLOCK CAPITALS please) 

'Jame & Address_ 


Extra Mail Order Discount 

Deduct £2 if your order totals more than £40 
This offer only applies If you use this 
complete form to place your order by post 
before the expiry date below. 

expires 

WPr 30/4/98 


[total 64 

1 Existing members please enter membership number 


1 We only supply members but you can order as you join i 

1 There is no obligation to buy anything and you can be 

j £6.00 Annual Membership includes 10 issues of the Club IV 
the Special Reserve Book of 2500 Cheats. AND choose a 
1 from above if you buy any item at the same time as y 

1 Please enter membership fee if applicable and please remember to tick your ci 

[Annual Membership £6 (UK), £9 (EC) or £12 (World) 
[or Trial Membership 50p (One magazine. One order) 

(from 50p). 
any age. 
lagazine plus 
FREE GIFT 
ou join. 

10ICE OF GIFT ABOVE 

litem 


litem 


litem 


•Deduct £2 off oosted orders totallina over £40 (offer above) 

-£2.00 

lALL PRICES INCLUDE UK POSTAGE & VA1 

[Cheque/P.O./Mastercard/Creditcharge/Switch/ 


r 

Visa 

£ 

! 1 1 ' 



i 

1 CREDIT CARD SWITCH 

Iexpirydate signature /issue no 1 

1 Overseas orders must be paid by credit card. Overseas surcharge £2.00 per item 

1 Hardware items (mains or battery) are only supplied to the UK mainland 

1 Immediate cheque clearance 

1 Cheques payable to Special Reserve at 

PO Box 847, Harlow, CM2I 9PH 
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**Without a doubt the best fighting 
game on the N64.” 


Copyright 1997/1998 Genki Co Ltd., Copyright Imagineer Co., Ltd. Ocean is a registered trademark. NINTENDO®, NINTENDO 64, 


ARE TRADEMARKS OF NINTENDO CO., LTD. 





























